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Your tomorrow 
starts here today 



Business 

Solutions 




Today, Business Is: 

partnerships thM 
give go iA more. 




Our high-quality Internet infrastructure ensures immediate and direct content delivery to your target 
audience. And because more of Singapore’s residential broadband users choose StarHub, Velocity is 
your preferred partner to enrich their surfing and gaming experience. 



Velocity: 

A content collaboration 
programme that reaches 
Singapore’s residential 
broadband user base at 
up to 100Mbps 



• Connect Faster to Local 
Broadband Users 

• Best of Breed Internet Data 
Centre Partners 

• Reliable and High Quality 
Internet Infrastructure 

• Flexible Pricing Scheme 




Official Infocomms Partner 




GAMES CONVENTION ASIA 



Call your Account Manager or our Business Hotline at 1800 888 8888 or visit www.starhub.com/busines! 
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EDITORSNOTE 



PHEW! 

The past month has been one of my most humbling experiences yet at the helm of GameAxis. From 
producing your monthly quintessential gaming read, to organizing our own GameAxis Gauntlet mini 
tournament at PlayTest #2, attending NVISION 08, and then coming back to pull together our most in-depth 
coverage yet for Games Convention Asia 2008 in addition to being its official media, publishing the GCA 
Daily newsletter, I'm truly beat. Still, there is a certain satisfaction to a job well done. 

FW: Thank You 

To: 'GameAxis Team' 

Cc: 



Dear GameAxis-Team, 

It has been a pleasure working with you. The GCA-Team as well as the attendees and speakers were highly 
impressed by the content and quality of the Show Daily. You certainly contributed to the great success of the 
GCA 2008 and we surely will stay in touch in regard to GCA 2009. 

All the Best , 

Nancy Pfaff 
Leipziger Messe 



So, it's back to work. No rest for the weary. Some of the most exciting events of the year have yet to arrive. 

As the last few months of 2008 tick away, we've still got the Tokyo Game Show, Microsoft X08 and 3DX, 
the world's first 3D Film Festival coming up, and we at GameAxis are proud to say, "We've got you covered". 

In the mean time, do enjoy this latest issue of GameAxis Unwired. We've got an exciting lineup for you 
which includes reviews of Rock Band 2, Infinite Undiscovery and Spore, plus previews of World of 
Warcraft: Wrath of the Lich King As the month of Samhain is upon us, we also look at what Death 
means in video games. Also don't miss the latest in entertainment as Crime Noir resurfaces with Max Payne 
heading into the big screens. 

And of course, who can forget the prizes. If you're a video game geek, and you should be. You will want to 
see the prizes we’re offering this month, which includes an ultra rare exclusive collectible. 

A big thank you to the GameAxis team for making this possible each month, our partners for supoprting us, 
and all our readers for making our work worthwhile. 
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> LETTERS 



Think you've got a bone to pick with a game developer? Or just wanting 
to let your point through to your fellow gamers? Maybe you just want 
to tell us how much we sue. . , I mean how much we rock? Send it all to 
editorial@gameaxis.com or join in the thousands of daily discussions 
in the GameAxis forums (forum.gameaxis.com) You might just stand to 
win something really special. 



Note All our letters 
are published 
verbatim, that is 
unless they're too 
long, illegible or 
lewd lor public 
consumption, |ust 
so we retain that all 
important local flavor' 






LETTER OF THE MONTH 



WTB: Wii 

Hi GameAxis! 

With the decrease in pricing on some consoles, do you foresee decrease in 
pricing on the remaining ones, mainly the Wii? I'm planning to get that for my 
son's 8th birthday. When can we expect a decrease in cost of games as well? 
With the number of games we've been buying every other month it's starting to 
take a toll on our grocery bills. I would like to see a more thorough coverage of 
other gaming systems, mainly DS, PSP, and GBA too. 

Ms. Sunny 

Hi Ms. Sunny! 

Ahh, in search of the ever elusive Mega-Discount deals I see. Yes, over 
here in sunny Singapore, gamers are only going to get happier as the 
prices get lower yet: SGS599 for an 80GB Playstation 3, SGS499 for 
the 60GB Xbox360 and SGS355 for the Wii. Unfortunately for the Wii, 
there are no plans for price reductions as yet, but they are priced rather 
competitively, no? 



For the busy gamer moms 
among us, we understand 
that being on the go is your 
#1 priority, so maybe you 
would like to keep a lookout 
for the upcoming 007 and Star 
Wars games on the NDS. If 
you flipped back to our past 
issues you would discover 
gems such as an assortment 
of Final Fantasy games and 
Rhythm Tengoku Gold too! 

As for the GBA... wow, you 
should really consider giving 
up that bit of nostalgia and 
trudge on ahead to a brighter 
and better future! 

Team GameAxis 

And since you're always on the go, we figured that this LG HBM-760 
Bluetooth Headset would work out great for you! And we hope that 
junior will grow up to be some kind of gamer god we'll all worship 
someday too... 





Dear Gameaxis, 



Call of Duty: World at War is one of the most anticipated games for this year. And I have 
been itching to get this game when it is released. Could you give a special Preview for 
this game for your next issue? (Or best, could you make this game as your feature story 
for your next issue?) I love the Call of Duty series and have been following the series since 
the first game. And I would love a preview for this game before the game comes out! 

Thanks, 

Heeran 

Dear Heeran, 

Call of Duty: World at War has been on our radar ever since details were 
first announced way back in June. If you haven't already, you can sign up 
for the Open Beta, which will be commencing this month in October. 

Call of Duty: World at War (previously Call of Duty 5) will be revisiting its 
WWII roots, featuring a Pacific theatre of war, with players fighting the 
Japanese. The game will also take players to various parts of Berlin as the 
Russians advance on the Germans in a brutal struggle against the Axis. 

Call of Duty: World at War will also support 4-player co-op over Xbox Live 
for the first time. The next installment of the game will make its way to 
the NDS, PC, PS2, PS3, Wii and Xbox360 slated for a 11 November release. 
Do keep your head up as GameAxis brings you the latest in Games, 

Movies, Music & Entertainment! 

Thanks (for your support), 

Team GameAxis 



WWII 




WIN THIS! 

LETTER OF THE MONTH'S GIFT 



The prize for next month is... a mystery. That’s nght, we’re not a 
radio station so we're not taking requests thsi time. Tell us what 
you think and if you make the letter of the month, we'll give you 
anything from a gmchy new game to a tasty red snapper* ARE YOU 
MAN ENOUGH FOR THE MYSTERY GIFT!? Wnte in and find out I 
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GET FASTER FOR LESS 



Ml Fixed Broadband lets you set the pace when you game online, because you can play 
faster for less. Whether you're quick on the pedals or fast on the trigger, with unlimited 
Internet access and competitive rates, you're always a winner. 

For the latest promotional offers, check out www.m1.com.sg, visit any Ml Shop or call 1800 843 8383. 



www.ml .com.sg/broadband 
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Spore Gets 2000+ One Star Votes on Amazon.com 



H ell hath no fury like a gamer 
scorned. Never truer words 
have been spoken. Angry 
at DRM software included with 
Spore, gamers worldwide have 
lashed out by doing what they do 
best: complaining on the Internet. 
EA's latest sim game, Spore, comes 
packaged with SecuROM's Digital 
Rights Management software 
that limits customers to only three 
installations of the game. In fact, 
after three installations, if you 
want to install the game again, you 
have to call EA and have them re- 
authorize you to play the game you 
bought. The theory behind the DRM 
software is that it will combat piracy 
by keeping file sharers from reusing 
activation codes. This was effective 
for roughly, 4 hours, as Spore's DRM 
was cracked and widely available, 



DRM free, the same day Spore was 
launched. Now pirates can install 
Spore to their heart's content while 
paying customers unwilling to get a 
cracked version are stuck with the 
restrictions. In response, gamers 
have logged onto the world's biggest 
online retailer and hammered Spore 
with 1 star reviews. 

EA has recently been attempting 
to change its image in the gaming 
community from 'Evil monopolizing 
sweatshop developers' to something 
more positive, but this happening to 
such a blockbuster game is doing it 
no favors. EA's response at this time 
seems to have been announcing that 
their next highly anticipated mega- 
game, Red Alert 3, will, while still being 
packaged with DRM, allow you a 
generous five installs instead of three. 



amazon.com Hello. Sign in to get personalia 



YourAmazon.com @ 



Shop All Departments Q 


Search 


Video Games 
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Customer Reviews 

Spore 



2,415 Reviews 



5 star: 1 


(90) 


4 star: 


(63) 


3 star: 


(26) 


2 star: 


(72) 


1 star: 


m (2,164) 



Average Customer Review 

•ktrtrtrC? ( 2,415 customer revi 

Share your thoughts with othf 

I Create your own review j 




Internationale Funkausstellung 2008 Wraps Up 



A part from having the coolest 
trade show name ever, IFA is 
one of the biggest electronics 
consumer trade shows in the world, 
this year boasting a record breaking 
122,000 square meters, including 
1 1 ,000 square meters of temporary 



halls. Held in Berlin, Germany, this 
year's event saw some 220,000 
attendees, as well as 1 ,245 exhibitors 
from over 65 countries including 
the likes of Thailand, Indonesia 
and Vietnam for the first time. Dr. 
Christian Goke, Chief Operating 



Officer of Messe Berlin, said, "The 
substantial increase in exhibitors 
from other countries is the result of 
many years of work on international 
markets. Our success in increasing 
the international dimension of IFA is 
confirmation of our basic strategy. " 

The show ran 

I r l! 3rd September 

Here are some 
of the highlights. 
Panasonic was 
^ % showcasing 
not one, but 
two brand new 
technologies: 
NeoPDP, a 
combination of 
new materials, 

^ design and circuit 

technologies to 
be used in their 
new super-thin 
plasma TVs, and 
Viera Cast, a 
free video-on- 
demand service 
featuring content 
SI streamed and 
downloaded from 

I the Internet to 
be included with 
_ Viera TVs. Sony 



showed off one of their new 40-inch 
super slim LCD screens, featuring 
Edge LED technology, making it 
only 9.9mm deep. Sony were also 
displaying some of their new eco- 
friendly range developed as part of 
their Product, Placement and Planet 
policy, all designed to be more energy 
efficient. Philips had with them some 
interesting technology, including 
a 3D display that receives signals 
from a blu-ray disc. Samsung came 
packing their new "lighter than air" 
X360 Notebook. 13.3 inch screen 
and weighing only 1 ,27kg. On the 
show floor itself, Mitsubishi's HC7000 
LCD Home Projector was turning 
some heads, featuring full HD with 
a ridiculous 70,000: 1 contrast ratio. 
Toshiba's Cell TV utilizes a technology 
that lets it upscale standard 
resolution images into high definition 
awesomeness. That guy that made 
the Furby was back at IFA with his 
new toy, the Pleo; an AIBO type robot 
pet that simulates a one week old 
baby dinosaur. Awwww... On the 
gaming side of things, Nintendo Wiis 
were everywhere. Sony was getting 
everyone to play LittleBigPlanet, 
and Microsoft were... complete no- 
shows. What's up with that? For the 
full indepth report, check out this 
months HWM Magazine 
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For more news and information for games, 
head down to the GameAxis website at 
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www.gameaxis.com. 
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PlayTest Part Deux: GameAxis Gauntlet Emerges 



he geniuses behind HWM, 
GameAxis, PHOTOVIDEOi, and 
www.hardwarezone.com got 
their collective brains together to 
organize the second ever PlayTest, 
held right here in our offices at Ayer 
Rajah Crescent on the 23rd August 
2008. The day was a way for our 
readers to come down and meet 
the team, hang out with us and ask 
us any questions before the Comex 
tradeshow. The highlight of the day 



Singapore 

And 

Malaysia 
Get 80GB 
PS3 



O nly 1 3 months after the 
US got theirs, Singapore 
and Malaysia are finally 
getting the 80GB model of the 
Playstation 3. Introduced 18th 
September for Singapore, and 
20th September for Malaysia, and 
attractively priced at $599 and 
RM 1,799 respectively, the 80GB 
model features the usual Blu-ray 
player, HDMI output, integrated 
Wi-Fi connection, Cell Broadband 
Engine, and comes with one 
Dualshock Wireless Controller. 
Both Singapore and Malaysia will 
get the standard clear black color, 
although other colors may be 
available in future. 



was the first ever GameAxis Gauntlet 
(GG) tournament, a battle royale of 
carnage, sweat and tears. 

Held in a single elimination format, 12 
competitors vied for the coveted title of 
GameAxis Gauntlet Console Overlord. 
Our first and second rounds consisted 
of Halo 3 on the Microsoft Xbox 360, 
SoulCalibur IV on the Sony Playstation 
3, and 1 game of Mario Kart Wii on the 
Nintendo Wii, ensuring each winner 
would be a champion of multiple 
genres and consoles. The winner of 2 
out of 3 of the games progressed to 
the next round. Halo 3 saw some elite 
fragging by our competitors, all of the 
players familiar with either Halo itself 
or their own flavor of FPS games. After 
a quick warming up session, players 
circle strafed, jumped and rocket 
launcher-ed their way to victory in a 1 
vs 1 deathmatch. SoulCalibur IV on the 
other hand, having only recently come 
out was more a trial of guesswork for 
our competitors; eventually ending 
up being dictated by a fury of button 
mashing in a quick 2 out of 3 format. 
After being allowed 10 minutes to get 
used to the controls and characters, 
most players seemed to home in 
on either Kilik or Nightmare, both 
possessing long range, high damage 
and button spammable attack combos. 
Mario Kart Wii was familiar territory 
for most players, and the jump to the 
Wii didn't prove to be too much of 
a struggle. We played 3 laps of the 
Coconut Mall circuit and most were 
able to familiarize with the Wiimote 
and nunchuk fast enough to pull off 
some slick power-sliding and green- 
shell targeting from the gun. 

After the heats were over we were left 



with 3 finalists: Abel Tan, Chan Win 
Hung and Bernie Ronquillo. Rather 
than announce the format of the Finals, 
we had been keeping people guessing 
all day by promising only "A Mystery 
Game". Speculation was rampant as 
people pondered, asked, and tried to 
bribe us to tell them what the mystery 
game could be, Tetns? Street Fighter II? 
Cooking Mama II? When the big reveal 
finally came, a hush filled the room. 
And it was...Pac-Man Championship 
Edition on the Xbox 360. The techno- 
filled and more exciting version of 
the original Pac-Man, Pac-Man CE 
is played on only one level with a 
time limit. In our case, the de facto 5 
minute championship round. Finishing 
a section of dots makes a fruit spawn; 
eating the fruit spawns a new section 
of dots. Ghosts chase you around as 
normal, eating a power pellet lets you 
turn the tables and eat them for points 
and combo multipliers. The rule was 
simple: Highest Score Wins. 

Abel was first to go, after getting 
off to a slow start navigating 
cautiously through the maze, Abel 
finished strong, racking up a huge 
multiplier bonus for staying alive 
for the full 5 minutes and showing 
great skill in choosing the optimal 
line of dot eating to maximize 
efficiency whilst also avoiding the 
ghosts. In the end he amassed a 
colossal score of 1 19,090. 

Next up was Win Hung. Win Hung 
got off to a good start, utilizing 
a ghost eating strategy to score 
bonus multipliers early on, but was 
eventually let down by that all too 
frustrating ghost cornering problem 



as the game sped up, resulting in a 
respectable 42,480 finish. 

Last to go was Bernie, faced with 
the momentous task before him, 
he settled into a rhythm early, 
mainly ignoring the ghosts and 
going straight for dots instead, 
however as time wound down and 
it became apparent he would not 
have enough time to beat Abel's 
score, Bernie started to become 
more daring in his runs, going for 
power pellets and the big ghost 
eating combo points. Eventually 
this became his downfall as he ran 
out of lives before the time expired, 
finishing with a score of 51,170, 
good enough for second place. 

What about the loot? Our champion, 
Abel walked away with a Nokia 
N78 Mobile Phone and a Pioneer 
HDD-DVD Recorder. 2nd place Bernie 
netted a Samsung U700 Mobile 
Phone and a Philips GoGear MP3 
Player. 3rd place Win Hung scored a 
Razer ExactMat, Granada Espanda 
OST and a United Pepper Webcam 
for his efforts. 

More loot was handed out at PlayTest 
through lucky draws, and even 
answering questions during the 
presentations gave you a good shot 
at walking away with a phone. Never 
say we don't love our readers, we 
were practically giving this stuff away! 
Lots of phones, headsets and even 
an Office sized scanner/printer went 
home with our readers! 

Thanks to everyone that made 
PlayTest successful. 
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NEWSBYTE 



GAMBIT Game Lab Showcases Results 



G AMBIT (Gamers, Aesthetics, 
Mechanics, Business, 
Innovation, Technology) is 
the result of a five-year collaborative 
effort between Singapore's Interactive 
Digital media R & D Programme 
Offices and Massachusetts Institute 
of Technology (MIT). The project was 
conceived as a way of establishing 
Singapore as a core in the growing 
International Game Industry, and 
30% of the students involved in last 
year's GAMBIT internship are now 
employed by major game companies 
in Singapore, For the second year 
running, 45 students from local 
universities and polytechnics were 
selected for an eight-week internship 
at GAMBIT Game Lab based at 
MIT. Split into seven teams, each 
team was given a different gaming 
problem to tackle. Each team also 
consisted of some MIT students and 
the teams ranged in disciplines from 
technical, conceptual design, art 
creation and game design. 

On the morning of the 9th 
September, the local media was 



invited to check out their progress 
at GAMBIT'S Media Day event at 
Singapore Management University. 

Seven games from seven teams were 
on display, ranging from Facebook- 
type games to the download-for-free 
variety. The ones that stood out to 
us were the Picopoke and Akrasia 
teams. Students from the Picopoke 
team were given the 
task to permeate 
games into the daily 
lives of those playing 
them. Picopoke is a 
Facebook game that 
lets you take pictures, 
upload it and let the 
community decide on 
what's the best. The 
game offers weekly 
challenges, in which 
you take pictures 
of people or friends 
or whoever you're 
stalking and meet 
the criteria of the 
challenges. 

The Akrasia team 



had the challenge of implementing 
meaningful insights of the human 
condition into their game. Thus, 
they came up with a 2D maze game 
where the metaphor of addiction 
is portrayed pretty grim and 
psychedelic here. You control a two- 
legged thing that chases a big white 
creature around while collecting 
"pills" to stay alive. Capturing the 



creature nets you points at the cost 
of your life, so it's up to the player 
to decide whether he wants to stay 
alive or rack up a high score. 

The majority of the games are still 
in the developmental stage, but 
without a doubt, things are looking 
up for the future of the gaming 
industry on our small island. 




Tecmo Leaves SquareEnix At The Altar, Run Off 
With Koei. Meanwhile EA Give Up On Take-Two 



S quareEnix's well documented 
plans to purchase a majority 
share in rival game makers 
Tecmo have fallen through in a 
blaze of Korean drama worthy plot 
twists. On 29th August, SquareEnix 
announced its plans for a 'friendly 



takeover' of Tecmo by buying a 
majority share of stocks in the 
company. SquareEnix planned to 
purchase the stocks at 930 yen 
(approximately SSI 2) per share, 
30% higher than market value. This 
was seen as a win-win by industry 



insiders who have been forecasting 
the demise of Tecmo since President 
Yoshimi Yasuda's resignation in 
August. SquareEnix would also have 
benefited from Tecmo's American 
market share with the popular 
Ninja Gaiden and Dead or Alive 



r 




franchises. However, in a surprising 
turn of events, one week later on 
5th September, Tecmo rejected 
SquareEnix's offer. The reason? 

Tecmo decided to pursue integration 
with Dynasty Warriors makers, Koei 
instead. Hurt and confused by the 
sudden turnaround, SquareEnix 
demanded answers from Tecmo 
regarding the change of plans. Tecmo 
waited a week before they sent their 
response, which, despite being a page 
long, basically consisted of 'we prefer 
Koei'. Following this, SquareEnix 
officially withdrew their offer from 
Tecmo. On the other side of the pond, 
Electronic Arts has officially given up 
its near 7 month long bid to takeover 
Grand Theft Auto publisher, Take-Two 
Interactive. EA and Take-Two had 
been negotiating in private since 
August after multiple well publicized 
takeover bids were rejected by 
Take-Two stockholders earlier this 
year. Strauss Zelnick, Chairman of 
the Board of Take-Two has said that 
his company is "actively engaged 
in discussions with other parties in 
the context of our formal process to 
consider strategic alternatives. " 
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Microsoft Shuts Down Ensemble Studios 



D espite the much hyped and 
highly anticipated Halo 
Wars almost being ready 
for release, Microsoft has made the 
decision to close down its makers, 
Ensemble Studios. Microsoft issued 
the following statement, "Microsoft 
has decided to close Ensemble 
Studios following the completion of 
"Halo Wars. " After the closure, the 
Ensemble leadership team will form a 
new studio and has agreed to provide 
ongoing support for "Halo Wars" as 
well as work on other projects with 
Microsoft Game Studios. " The move 



has been described by Microsoft as 
'fiscally-rooted'. Although Microsoft's 
statement does mention ongoing 
support for Halo Wars, obviously the 
question has arisen as to how much 
of a priority it will be for any new 
studio formed after this. Ensemble 
have been active since 1 995, and 
were makers of the popular Age of 
Empires and Age of Mythology series. 
Whether Microsoft will be interested 
in allowing the new studio to 
continue these franchises is yet to be 
seen, but it would be a great loss to 
the gaming world if they do not. 




NEWS THAT 

SHOULD HAVE BEEN 



S peculators have been 
watching the Japanese 
gaming industry as more 
and more companies announce 
surprising mergers and takeover 
bids. First Capcom announced 
they were integrating their 
resources with Konami; this was 
then followed by longtime rivals 
Nintendo and Sega announcing 
a new partnership. In the most 
surprising news of all, all four 
companies were then the subject 
of a 'friendly' takeover by Sony. In 
a press release illustrating the new 
company lay out, Kazuo Hirai, CEO 
and Chairman of Sony Computer 
Entertainment told reporters to note 
that Capcom, Konami, Nintendo 
and Sega would form the figurative 
limbs of the company, while Sony 
would control operations as the 
'head'. Puzzling Japanese metaphor 
or a sign of things to come? last 
week, Sony unveiled the fruits of 
its collaborative labor to the world, 
revealing what appeared to be a 
roughly 200 foot man shaped robot 
emblazoned with the Sony logo on 
its head. In the press conference, 

Mr. Hirai assured the world's media 
that the 200 foot colossus was 
not in fact a machine of war and 
terror, but rather "the ultimate in 
next gen mobile entertainment". 
The Mobile Entertainment Cinema 
sHopping Arcade, or MECHA-1 is 
in fact an entertainment center, 
housing in each of its 4 limbs 
an arcade dedicated to different 
genres of gaming: music, FPS, 
racing and fighting. The body will 
house restaurants, karaoke, and 
shops while the head acts as a 




Terrifying Japanese-War 
Mach i ne Entertainment 
Centre Unveiled i 

gigantic blue-ray cinema screen 
sized projector, the eyes capable 
of projecting a 1 00 foot screen 
of high-def quality directly into 
the air in front of it; thus, the 
head will be used as a Cineplex, 
each eye capable of projecting 
its own independent screen. Mr. 

Hirai continued by saying that 
the machine "is fully capable 
of transporting itself on its fully 
functional legs, and thus would 
provide next-gen entertainment 
to villages and rural areas where 
they might not have easy access 
to an arcade or cinema". Mr Hirai 
then demonstrated the MECHA- 
1 's projection eyes, by creating a 
huge and extremely clear screen in 
the air in front of the crowd. This 
was followed by what appeared 
to be a gigantic laser blast that 
completely destroyed the building 
opposite the press conference. 

Citing technical difficulties due to 
power overloading, and a 'beta- 
testing' stage, the conference was 
quickly ended. Sony has released 
a statement assuring us that the 
MECHA-1 is indeed, NOT a weapon 
of mass destruction. Emperor 
Akihito has officially endorsed 
the project and has ordered a full 
production of MECHA-ls. 

Okay, maybe this didn't actually 
happen. BUT it should have 
dammit... 
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NEWSBYTE 







Blogwatch 



BL0G#2 Jimmy Wartooth reviews all the throw-your- 
controller-overpowered characters from Gaming's 
History in this edition of GAX's Top Ten Thursdays. 

We laughed, we cried, we took our consoles and 
went home at the haxness. Jimmy covers all the 
greats, from World of Warcraft's Warlock class, to 
King of Fighter's Rugal and Final Fantasy Tactic's 
Cidolfas 'Thunder God' Orlandu. Interesting 
factoid: Tanya, from the original Red Alert is 
the only woman on the list, thus dispelling the 
myth that girls are overpowered. 



BL0G#1 Mr. Toffee shows us his unquenchable love of retro gaming action by 
preparing for upcoming made-for-him 8-bit next gen game. Megaman 9. How's 
he going to do this? By replaying and completing every Megaman from 1 to 6. 
Should you fail to understand quite how in love with retro gaming Mr. Toffee 
is, allow me to quote from his post, "Playing through part II for the first time 
in eons, I just realized how much these games humbled my soul." Mr. Toffee 
doesn't play games people, he reaches soul-humbling planes of existentialism 
when he picks up a controller. Epic. Check out his progress here as he talks about 
Megaman 1 and 2. 



BLOG#3 Long standing EGM 
editor Dan Hsu's retirement 
caused shockwaves in the 
journalist gaming community, 
especially after he and 
longtime EGM alumni Crispin 
Boyer started a blog called 
Sore Thumbs. The two have 
posted a series of articles 
detailing their journalistic 
careers, in a tell all, nothing 
held back format. Mr. Toffee 
shares his thoughts on one of 
these articles that discusses 
two key points: 1) No matter what you do or don't do, you will get accused 
of being bought off at one or several points in your career. 2) If you can be 
bought off, you will get plenty of opportunities. In a stunning display of verbal 
parry and riposte, an anonymous PR representative from inside the Gaming 
Industry posted his own side of the story in dealing with "inexperienced game 
journalists" and journalists held in 'high contempt'. Food for thought for anyone 
wishing to get a job on either side of ‘the biz'. 

V _ J 



BLOGWATCH 

From the GameAxis blog itself, here are some of the posts you may have missed: 




'Z http://www.gameaxis.com/home/7blogs2521 



This month's video was an easy pick. 
What was the best episode of South 
Park? Easily, the one where the boys 
become World of Warcraft addicts, and 
turn into fat pimply WoW nerds, am 
I right? After all, video game humor 
is the best kind of funny. Now, Seth 
McFarlane, creator of Family Guy has 
started making cartoon sketches for 
YouTube called Calvacade of Cartoon 
Comedy. With a name like that, it 
better deliver; the first episode was 
posted on our website, and boy does 
it. Without spoiling the funny, Mario 




rescues Peach and asks for a kiss, social 
commentary about the value of Good 
Samaritan-ism, and risk versus reward 
of traversing the Mushroom Kingdom 
ensue. Hilarious. 



From the FORUM 


any 


yL http://forums.qameaxis.com 


i 



S'pore Talks DRM 



What with Singapore being 
somewhat famous for its erm... 
'friendly' games, the release of Spore 
and its DRM anti-pirating software 
was causing quite a stir in our 
forums. 

arcana75 summed up his thoughts on 
DRM with the following points, ones 
I think most of us agree with. 

Personally I'm ok with DRM. But the 
following must be there: 

A way to activate offline. 

More than I install; say 3-5. 

Does not verifiably damage or 
disrupt the usage of PC. 

Limited installs removed after a set 
and announced period, eg 12-18 
months after launch. 

Fully transferable. 

Conversation then changed to 
the good old days of anti-pirating 
software in gaming, when it was all 
done on bits of paper. Shodan fondly 
remembers those old games like the 
first Warcraft where you had to input 
a word from the dictionary sized 
manual as verification that you did 
indeed buy a full version of the game, 

I miss the days of: "Please enter the 
third word in the third paragraph on 
page 262 in the instruction manual " 

after all, what respectable pirate 
is going to go to the trouble of 
photocopying a 300 page manual. 



and actually used it to give legitimate 
buyers some neat stuff, 

In fact many games came with 
supplements eg. fake magazines, 
log books etc just for that copy 
protection purpose so those pirated 
copies with only the manuals still 
couldn't play. Copy protection also 
often yielded memorabilia in the 
form of code wheels, decoders and 
even the scratch n' sniff cards. 

Back to more serious discussion, 
oddbasket brings up the case of 
Windows pirating and Microsoft's 
WGA solution. 

Windows activation and MS's WGA 
initiative actually boosted legit 
ownership by millions. Now how 
are we supposed to feel about this? 
Next thing you know, publishers will 
be insisting bugs to be introduced 
into games until the gamer acquires 
a legit license.... that’s what MS is 
doing now... 

Dj_SkyE responded. 

Its hard to compare OS to a game. An 
OS is usually a long time investment. 
You're probably gonna use it for 
years. Few games manage to interest 
players that long. 

Yes companies have their rights to 
protect their IP. But I do not think 
they should do this at the expense of 
the customer like what EA has done. 



boreboor went one better on the 
nostalgia front with the original 
monkey island dial-a-pirate disc, 

*7 remember the original monkey 
island had this paper disc whereby 
u need to rotate the disc to match 
the pirates' face and enter the secret 
code in order to start the game I" 

Hey, I still have that! 

oddbasket reminds us of back when 
gaming companies seemed pretty 
cool when it came to anti-pirating 



It's obvious that gamers don't mind 
anti-pirating efforts; conversely for 
the most part I think we support 
it - but only to the point where 
it doesn't negatively affect the 
legitimate buyer. If anti-pirating 
gives you advantageous updates such 
as with WGA, or with games, maybe 
downloadable exclusive content if 
your copy of the game checks out 
as legit, we wouldn't see the same 
level of animosity EA is getting right 
now. Bottom line is, you should never 
be punished for buying the genuine 
copy of a game. 

J 



10 •^•OCTOBER 2008 



Copyrighted material 











sBt! 


|iQf 






wa 








Sr 


MkS’A 






Everything's winding down now that the holiday season's almost upon us. Winding now for previews that is. All the games you've drooled over in 
Pipevine? Their release is just around the corner! Fable 2. Dead Space, Fallout 3, LittleBigPlanet, Resistance 2, Home. If you thought last year was a good 
year for gaming, wait till you experience THIS year's bunch of killer titles! 




Supersonic Acrobat 
Rocket-Powered Battle-Cars 



GENRE ACTION DEV PSYONIX PUB: PSYONIX 



RELEASE Q4 2008 



Take soccer. Add in killer cars. What comes out will be pure awesomeness. That's 
exactly what SARPBC (whoever thought of the title deserves to be shot in the 
nuts) is. You drive rocket powered battle cars (no really!) that can perform all sorts 
of nifty acrobatic tricks (who've thought right?) all in the name of scoring goals 
with an over-sized ball. (Brings back memories of the Top Gear Soccer with Cars 
episode, except no rockets or explosions. - Ed.) 



The best part? It's available on the PSN.. .which means it should be pretty cheap 
(should doesn't mean would though... take a look at the crazy price discrepancy 
for Elefunk on the local and foreign PSNs). That doesn't mean the game's skimpy 
with the features though. It'll have a video editor that allows you to effectively 
edit your recordings (up to 1 0 mins worth) and upload them to YouTube so the 
world can see how awesome you are. And if you're not satisfied with the music 
included with the game, you’ll also be able to use your own tunes.. .yeah, not 
a big deal to 360 owners (who aren't getting this game as of this writing) but 
hell, playing your own music in-game on the PS3's still a new thing and it's what 
the cool kids are doing now. Oh yeah, SARPBC also includes trophies, I bet now 
you're interested in getting the game, huh? 



With 8 players online, 2 player split-screen offline, a bevy of single player 
challenges you can do to unlock cars and a variety of game modes, 

SARPBC doesn't seem typical of your average barebones PSN game 
*coughTheLastGuycough*. Let's hope that SARPBC starts a new trend (PSN 
games being more beefier) instead of being one in a million. 






Quantum of Solace 

^ PC JMI W tllM t p» A W» 

GENRE EPS DEV. TREYARCH (PS3.360). BEENOX (PC. WII) EUROCOM (PS2), VICARIOUS VISIONS (DS) 
PUB ACTIVISION RELEASE NOV 2008 



What's a movie without a tie-in, eh? With the next James Bond romp hitting 
theaters soon, you can bet your martinis (shaken, not stirred) that 007 will be 
pandering to the video gaming crowd as well. 



Quantum of Solace is weird. Instead of being a game based on the movie, it 
follows EA's Lord of the Rings: The Two Towers game but adding in content from 
the movie it’s based on AND its prequel. That's right kiddies, for the price of a 
single game, you get to experience the events of Casino Royale as well as Solace. 



Gameplay in Solace is pretty similar to the Rainbow Six games on current 
consoles. It's mainly an FPS, but duck in cover or do some dramatic action and 
the camera pans out to reveal a third person viewpoint. There'll also be a ton of 
quicktime events where you'll have split seconds to press a flashing button to do 
something. Of course, being Bond, you'll have a wider variety of gadgets to help 
you along than your typical hero. 



There'll also be a multiplayer component to the game, with features similar to 
that of Call of Duty 4 (of which the game engine is being used for Solace). You'll 
be able to level up your character online, which nets you various rewards. Sadly, 
the single player game will NOT (WHY?!) influence your multiplayer stats in 
anyway at all. The usual offenders like Deathmatch and Team Deathmatch will be 
doing their rounds though there are also other, as yet unrevealed modes of play. 



Quantum of Solace arrives this November. 
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Star Wars: The Clone Wars - Lightsaber Duels 



GENRE FIGHTING DEV KROME STUDIOS PUB LUCASARTS RELEASE 11TH NOVEMBER 2008 

Ever since the Wii came out, Star Wars fans have been clamoring for a game that 
uses the Wiimote as a lightsaber. Ironically, now that it's nearly here, those very 
fans (me included) wished it never happened. ..at least not in this way. 

Lightsaber duels eschews all the other things about Star Wars (the space 
fights, ships... etc) and focuses solely on one on one lightsaber fights. Think the 
Playstation's Masters of Teras but with a cast solely of lightsaber wielders. As you 
can probably guess by now, since it's on the Wii, the lightsabers are handled by 
swinging the Wiimote to attack. Depending on how you waggle the Wiimote, 
your character will attempt to emulate it onscreen. It isn't true 1:1 replication 
though.. .so don’t get too excited. 

You'll also be able to use various Force powers to aid you in your battles, even 
making use of various objects in the environment to distract or batter your 
opponent. The locales and characters look straight out of the recent theatrical 
Clone Wars feature, meaning they look like crap to those of us who hate the look 
of it. Currently the cast of characters are pretty much what you'd expect, with 
Dooku, Grievous, Skywalker and Kenobi all playable. 

It may be the fan in me speaking, but the game looks pretty horrible in preview 
videos available. The animation is stilted and the gameplay mechanics seem to 
be incredibly simplistic when compared to other fighters in the market... but then 
again, is that really any surprise considering the game's being released on the Wii? 

It remains to see if the game will be good fighter, but one wonders why a Star Wars 
fan would want to play this when Soul Calibur IV already has what the game offers. 






Tales of Symphonia: Dawn of the New World 

GENRE RPG DEV. NAMCO TALES STUDIO PUB NAMCO BANDAI GAMES RELEASE 1BTH NOVEMBER 2008 



Nintendo may have shown hardcore gamers the finger when it comes to games 
but at least there are companies out there that aren't falling head over heels to 
court grandmas the world over. Proof of that is Tales of Symphonia 2 aka Dawn of 
the New World. 



One of the best RPGs on the GC, the original Tales of Symphonia was a massive 
affair, spanning two discs and was one of the best Tales games of all time. Dawn 
of the New World, takes all that Symphonia is and ups the ante by injecting some 
of Tales of the Abyss' battle mechanics. Battles still take place on a 2D axis (with 
3D movement) like in all Tales games but now you'll have the ability to change the 
elemental nature of the battlefield by casting spells or using abilities, which in turn 
makes certain spells and abilities weaker or stronger, depending on their affinity. 



Dawn's battle system isn’t the only thing new for the sequel. You'll also be able to 
capture monsters and use them as party members. Around a hundred monsters 
will be up for capture and like in Pokemon, some will evolve as they level up or are 
fed certain foods. 



Taking place after the events of the original game, you'll guide new heroes Emil 
and Marta this time around. Don't worry if you miss the old cast, since all of 
them (save for Kratos, who's the narrator of Dawn) will be playable in this one as 
well. Sadly, if you loved using the GC pad for the game, you're not in luck. Unlike 
only the Wiimote/Nunchuck combo is accepted here. 



Meet up with old friends and make new enemies this November. 
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It's black and white (with a little bit of red for the blood). It's made by many of the 
very same dudes that gave us Okami, Devil May Cry and Resident Evil. It's ultra 
violent and gory. And, it's on the WiL.loIwut? Yes, it's on the Wii. 

If No More Heroes has shown us anything (other than great games DO bomb in 
sales) it's that violence done right makes the game fun. OK, even if done wrong, 
violence is still fun, but it's better if it's done right, which looks to be the case for 
Madworld. You control Jack, a dude with a bionic right arm (like Jax from Mortal 
Kombat) and you're trapped in a city where terrorists have taken over and forced 
the citizens to kill each other, all for a game show called Death Watch. 

Hokey plot aside, Madworld stands out due to its sheer violence. Jack rips out 
enemies' still beating hearts (and squishes them in his hand), impale his foes on 
spikes, forcibly shoves street signs into their heads and chainsaws them to teeny 
chunks! The black and white only style may irk some (I admit, I personally hate it) 
but the violence alone and the fact that the Wii needs games that AREN'T always 
cute and cuddly makes this something to watch out for. 

Of course, since this is on the Wii, there'll be the requisite mini-games, though 
even then, those are over the top and violent. One such minigame, aptly called 
Man Darts, has you smacking fools with a baseball ball and whacking them onto 
a huge dart board to score points. Kid friendly Madworld definitely isn't! 

Those hoping to visit Madworld still have awhile to wait as the game isn't set to 
hit till early 2009 at the very least. 




Afro Samurai 



GENRE ACTION - DEV BANDA! NAMCO GAMES PUB BAN DAI NAMCO GAMES - RE1EASE JANUARY 2009 

You'd have thought that seeing a black man with an afro as a samurai would be 
weird. Surprisingly enough, it isn't.. .it's pretty cool actually. Based on the anime 
of the same name, Afro Samurai (the game) features Afro Samurai (the dude) 
killing other samurai, robots, ninjas (here's hoping for pirates too!) and everything 
in between in his quest to avenge his father's death by killing Justice, the person 
who snuffed his dear old dad. 

Owing to its anime roots, the game features a heavily cel-shaded look, though the 
color palette in Afro is a tad duller in tone. That's not to say that the game's all brown 
and black, it's just that the vibrancy seen in most cel-shaded games isn't present. 

The easiest way to describe the game is Ninja Gaiden, but with style. As Afro, 
you'll be slicing and dicing and your enemies will be dropping limbs (and other 
body parts) left and right as you go through them. Afro even has a bullet-time 
ability called Focus that drains the screen of color and makes everything move in 
slow motion, which makes it even easier for you to do his one hit kills. Those are 
done simply by holding down an appropriate attack button and releasing when 
the timing is right. Done right and your enemy's toast, done wrong and you whiff 
and your enemies get a free stab at your back. 

Samuel L. Jackson and the cast of the anime have all been signed on for the 
game and the music's for the game (as with the anime) is also done by RZA. 






Shin Megami Tensei: Persona 4 




The Prince is back . .sort of. Maybe. OK, he's not. Only the title's back. The Prince 
is a totally new dude. Hell, we're not sure he's even a prince at all at this point 
(all clues point him being just a scruffy scoundrel). All we know is that the dude's 
stolen the PoP name, out to stop a demonic thingie called Ahriman and has a 
hottie called Elika helping him out. 

New cast and setting aside, Prince of Persia sets to retain the acrobatics of the 
Sand of Time trilogy. You know, the trio of PoP games prior to this one? The 
new Prince can still wall run, bound and do all sorts of things the old Prince did... 
except no messing around with time powers this time (pun intended! Don't 
hurt me!) around. Instead, Elika (that hottie chick) serves as the replacement by 
helping you out with stuff. How? By not letting you die. I'm serious! If you fall in 
battle, Erika will protect you while you regain energy. If you fall of a cliff, she'll 
catch you before you plummet to your doom. She'll even help you if you don't 
know what the hell to do or where to go, which could be an issue now since the 
game's no longer linear like the old series. Instead, it's a more wide-open affair 
allowing you to pretty much explore the game world as you please. 



With a new gritty cel-shaded look (similar to that found in Afro Samurai), the new 
Prince is set to steal gamers' cash later this year. 





GENRE RPG DEV ATIUS PUB ATUIS RELEASE 9TH DECEMBER 2008 

This holiday season, don't let all your gaming be on the current generation of 
systems. Give thanks to ye trusty olde PS2 and get for it Persona 4 if you love RPG 
goodness. 

If you loved Persona 3, you'll love Persona 4. The reason being not only is the 
battle and gameplay system similar (All Out Attacks, One More System, the Social 
Links), the plot itself is a continuation of sorts from the ending of P3. Taking place 
14 months later, the story this time around revolves around a mysterious TV station 
that only airs at midnight and murders that occur whenever there's heavy fog. 



One of the biggest changes to the battle system is that now you can have 
INDIVIDUAL control over ALL your allies. That's right, no more cursing the stupid 
Al from P3/FES, now you can do it all yourself! Yay! The Social Links have also 
been integrated more into the game. Now, your party members actually respond 
differently to how you're treating them by doing various actions in battle depending 
on your links. Enemy weaknesses are also handled differently in fights. Now if you 
keep hitting them with their weaknesses, the baddies will not get up after being 
knocked down, allowing you to keep on wailing until they bite the dust. Cheap? 
Perhaps, but anybody who's played P3 knows that you'll need every advantage you 
can get. The series isn't exactly known for being easy and P4 is no exception. 

Dungeon crawling is no longer confined to being short excursions as well. The 
tiredness system is completely gone now (yay again!) meaning you can keep on 
going in the dungeons till you really want to leave or you're dead 



Don't forget to nab the game when it comes out this December. 
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World of Warcraft : Wrath of the Lich King 



GENRE MMORPG DEV BUZZARD PUB BUZZARD RELEASE NOVEMBER 2008 

It is happy days for the hardcore MMO addict yet: 2008 has already seen the likes 
of Age of Conan, and the dawn of WAR. The Mines of Moria in Middle Earth 
will be blasted wide open come late Fall; and the frozen paths of Northrend will 
welcome the Wrath of the Lich King in time for winter. 

Joy. 

Unlike the Burning Crusade, WotLK is one massive update that will change 
the way you experience WoW. Nope, I kid you not. For starters, WotLK offers 
mostly end-game content, so keep this in mind before deciding to jump on the 
late, late bandwagon. If you're a retired player, now is a great time for your "I'll 
be back" entrance. 

The new raid content will be of great interest to the 'core raiders among us. 

Ulduar is the next step up from Naxxramas offering a healthy dose of 5 mans 
and larger 10/25 man raids. Uthgarde Keep, one of the first dungeons players 
will experience in WotLK, is split into 2 wings: one for the 70s and the other for 
the 80s. Think Heroics on steroids. And for naysayers, all heroics will now offer a 
completely separate loot system 

Putting a new spin on leveling alts, or twmking, are heirlooms This new system 
allows a player to transfer specific bound items to an alt, hence the name. To 
deter abuse, and possibly overpowered-ness, these items will scale accordingly 
to the player's level. If you've played Final Fantasy XI, you'd have seen similar 
incarnations in the form of the Rajas/Sattva/Tamas Ring or the Trump Crown 



of the spell effect. And since we're on the topic of crafting, crafting caps will be 
lifted, and enchants can now be sold on the auction house too! 

So how's WoWs first hero class like? For one, it offers a great glimpse into the lore 
of Warcraft (Arthas, Frostmourne anybody?). For another, it gives all you crazy 70- 
everything players out there something new to do. The Death Knight (DK) starts 
at level 55, can be unlocked by any player with a character above 55 on the same 
server, and is open to all races. 

So how does the DK handle? DKs use a unique 2-part "action-point" system that 
comprises of Runes and Runic Power - there is no mana/combo/rage bar to deal 
with. Instead, you get a hybrid system that you have to experience for yourself to 
understand. 

In PvP: DK is the shotgun in the Rock, Paper, Scissors formula. Granted, their 
Deathcoil might not be quite the Warlock's favorite panic button, but with their 
arsenal of nukes, heals, diseases, raise deads (yep! Ghouls!) and hybrid tank/dd/ 
pet role, you can bet your dinner that they can hold their own in a 1v1 any day. 

Besides the new Ivl 80 cap, every class is going to get "berfed" (Beefed and Nerfed 
in one word? - Ed) in their own way. The Warrior's Titan's Grip isn't as awesome 
as it sounds - you miss a ton (even on auto attacks on a dummy) that it's not even 
funny; Frost Mages with Deep Freeze is almost as OP as locks; Mutilate Rogues kill 
almost everybody before the kidney shot is even over; And did I mention the 536 
million dps Warlocks can do now with Everlasting Affliction? 



With the new expansion, we will see a new form of crafting called Inscription, or 
glyph-crafting, which will allow players to upgrade their gear with up to 6 glyph 
effects; varying from upgrading spells, to merely cosmetic changes in the color 



Do note that WotLK is currently still in beta stages, so talents/stats/etc. are bound 
to be changed. I mean, come on, millions of dps? Outrageous. WotLK officially 
announced to be shipping 1 3 Nov 2008. 
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RAW IS 
JERICHO 

L ike a cheesy soap opera for grown men, 
RAW captivated the imaginations of an 
entire generation of beer-guzzling adults, 
and impressionable kids. Cries of Y2J echoed 
throughout the night as fans young and old alike 
displayed their enthusiastic support for Jericho, 
even as the Undertaker folds his arms neatly across 
his chest in preparation for the body bag. The 
crowd holds their disbelief in bated breath as the 
Undertaker slumps the lifeless body over his shoulder, 
crossing their fingers for a miracle. But it was not 
to be, the match was over and the Undertaker was 
crowned the new WWE Inter-Continental champion. 

For the uninitiated: this is but yet another night after 
an entire Monday's worth of boring chores. Stay 
tuned for another exciting episode of Monday Night 
Raw! Grudge matches of the classic good-versus- 
evil divide always make for good entertainment 
- wrestling or not - and this is what keeps us coming 
back for more. Gimmicks, pyrotechnics and violence 
aside, a simple story of the eternal struggle between 
the light and the dark will tug at our heartstrings 
ever so slightly. 

And believe it or not, the WWE has been writing this 
script ever since its WWF days. After the summer of 
'92, the WWF wasn't doing terribly well going by 
the books of the accountant, and the bosses had 
to rethink the way wrestling was being brought to 



the masses, or risk losing it forever. Beyond the fixed 
matches and (gasp! Blasphemy!) "fake" fighting, 
the crowd wanted something more - something a 
little more personal. Something they could identify 
with, much like the fanaticism other sports in the 
industry enjoys. 

And fanaticism they got. On the sleepy night of 1 1 
January in '93, Monday Night RAW was born. The 
first ever RAW in history saw Koko B. Ware take on 
Yokozuna in its opening match, igniting patriotic 
flames as Yokozuna took on the role of the invading 
foreigner. The crowd banded together in united 



“CRIES OF Y2J 
ECHOED THROUGHOUT 
THE NIGHT AS FANS 
YOUNG AND OLD 
ALIKE DISPLAYED 
THEIR ENTHUSIASTIC 
SUPPORT FOR 
JERICHO, EVEN AS 
THE UNDERTAKER 
FOLDS HIS ARMS 
NEATLY ACROSS 
HIS CHEST IN 
PREPARATION FOR 
THE BODY BAG.” 
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THE CROWD PAYS 
OFF AS TOQ TAKES 
THE “ASSAULT THE 
WRESTLER ON HIS 
WAY UP TO THE 
RING** FEATURE 
FROM *02 ONE 
STEP FURTHER 
WITH INTERACTIVE 
ENTRANCES IN TWETC 
LATEST OFFERING.** 



“THIS YEAR, ALL 
YOUR V-l POSES 



chants of "USA, USA" as RAW exploded in a fiery 
display of pyrotechnic goodness. The main event 
saw the inhuman Undertaker plant a Tombstone on 
the helpless Damien Damento, as the crowd rallied 
behind the underdog. 



This was only the beginning as the crowd was 
treated to a "Loser Leaves Town" match between 
Curt "Mr. Perfect" Henning and Ric "Nature Boy" 
Flair only two weeks later. The story goes that the 
two had been best buddies and close allies for the 
better part of '92, but Mr. Perfect has now turned his 
back on the Nature Boy to join with Randy Savage in 
a bitter dispute against the veteran. The seemingly 
immortal Hulk Hogan didn't make his RAW debut 
until February in a bid to aid the good guy Brutus 
"The Barber" Beefcake seek revenge on the baddies 
Ted Dibiase and Irwin "I.R.S" Schyster, which 
culminated in Hogan taking the belt for the WWF 
Champion in WrestleMama IX later. 



As the story goes, others soon joined in the fray: 
with instant recogmzables such as the 1 -2-3 Kid, 
Razor Ramon, Bret & Owen Hart (bless his soul). 



Chris "Y2J" Jericho and the Heartbreak Kid Shawn 
Michaels taking sides. The list goes on, and by now, 
the crowd who were out looking for a fun way to 
spend a boring Monday evening are now hardcore 
converts of their favorite WWE wrestler in the eternal 
struggle between good and evil. 

CAN YOU 
5MMEEELLLL 

What the Rock is cooking? Hogging the prime time 
slots on the other end of the week is Friday Night 
Smackdown; and easily the most successful wrestler 
this side of the millennium, Dwayne "The Rock" 
Johnson is the face of Smackdown. Boasting a 
myriad of roles in Hollywood from the Scorpion King 
to a jerk-ass Sarge in Doom, to a disgruntled nanny 
in The Game Plan, the Rock's forays into the mystical 
world of acting doesn’t leave his fans disappointed. 
But we're not here to talk about his success on the 
silver screen anyway. 

When Smackdown first started out, Monday Night 
RAW was the flagship program of the WWE. Both 
shows are essentially the same, except for the 



exclusive wrestlers and varying storylines. What this 
essentially means is that the characters (fighters? 
wrestlers? superheroes?) are predominantly show- 
exclusive and do not switch over unless a new 
storyline emerges that causes the shift. For example, 
WWE Undisputed Champion Brock Lesnar refused to 
defend his title on RAW, effectively causing the belt 
to become exclusive to Smackdown. 

In order to differentiate themselves from each other. 
Smackdown used a blue-colored theme as opposed 
to RAW'S red, and had an oval shaped Titantron 
(the giant TV). RAW is also generally aired live while 
Smackdown is a pre-recorded show on Tuesday. 
Everything else aside - when the Rock lays the 
smackdown on his next unsuspecting victim you 
know it won't be on RAW. 

SMACKDOWN 
VS. RAW CAME 

Ok, so I'll admit I was a closet WWE (WWF back then) 
fan - heck I even invented a pen & paper and dice 
WWF RPG back in the day with my little playmates 
that we would spend many an afternoon on. ..I even 
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That is, until Smackdown vs. Raw 2009 (SVR09). This 
year, all your V-1 poses and hi-fiving the young ‘un 
from the crowd pays off as THQ takes the "assault 
the wrestler on his way up to the ring" feature from 
'02 one step further with interactive entrances in 
their latest offering. 

Like many a true WWE fan can tell you, the entrance 
of a wrestler is more than just an over-glorified 
taunt to intimidate the opposition. I mean, the 
matches are fixed aren't they? OK, maybe not, but 
working the crowd is almost obligatory, as much as 
entertaining them is. And if the older incarnation 
of RAW was anything to go by, you will want the 
crowd behind you. 

RAW 2002 boasted an innovative crowd mechanic 
that incorporated a crowd meter seamlessly into the 
bottom of the screen. Throughout the match, the 
colored bars of the meter move in relation to crowd 
approval - or what they feel about you. You cannot 
pin somebody that the crowd is behind, and likewise, 
you can only pull off your signature moves when 
the crowd meter is flashing in your favor, driving the 
crowd into a frenzy. Only then can you go for the 
venerable pin, and finish off your victim if only to 
spare him further humiliation. 




had the Undertaker's debut poster hanging from my 
bedroom wall... anyway let's move on. 

In its sister RAW game on the Xbox back in '02, 

THQ introduced authentic entrances complete with 
pyrotechnics, entrance videos on the giant Titantron 
and wrestler walk-ups to the ring. Ok, so it doesn't 
take long for the novelty to wear off, and after that 
many match-ups it would soon become inevitable 
that you would want to skip the entrances and get 
straight to the action. There's a pretty obvious reason 
why: you know when you've seen the Knights of 
the Round summon in FF7 for the umpteenth time? 
Yeah, that. 

When you're paid to lay the smackdown in record 
time for the millions (and millions) of fans out there, 
you don't want to take your time to saunter up to 
the ring and let loose an elaborate celebratory dance 
even before your victory. Oh sure, the occasional 
V-1 or D-Generation X would work -- when you 
need a quick toilet-break before the furious 
action. But other than showing the cool new 
entrance that you can practically re-enact from 
the real RAW shows on Monday nights to your 
baby brother, there really isn't much point to it. 



With interactive entrances in SVR09, you can start 
working on crowd appeal as soon as you lay foot 
on the ramp. Yes, everything starts from the ramp 
now, literally. Besides being able to add your personal 
touch to every entrance, you can also customize the 
way your guy interacts with the crowd: feel like high- 
fiving that little tike? Go ahead. Grab a poster from 
his hapless hands and rip it apart? Why the hell not? 
Strike a Mr. Perfect pose on the ramp? Uh . sure. If 
you really want to. 

“A HUGE FAN OF 
TRIPLE-H? WELL, 
TAKE DELIGHT IN 
KNOWING THAT 
YOU CAN SPIT 
YOUR BOTTLE OF 
WATER OUT IN 
% IS FULL, GLORIOUS 
jjj D-GENERATION X 
" STYLE!” 
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WrestleMama 



And what for, you ask? Won't you tire of the 
"interactive entrance" mini-game eventually 
anyway? Well, for one, you can try different things 
each time - it doesn't have to be a Heartbreak 
Hotel striptease every time you get on the mat. And 
beyond the cosmetic and purely "for fun" elements, 
have you ever wondered how Stone Cold Steve 
Austin or Goldberg mows down the opposition right 
off the bell? Well, momentum my friend, or more 
specifically, "pre-match momentum" In SVR09, if 
you build up enough Mattitude out there before the 
actual match, you will gain a serious Edge over your 
younger brother Christian come Judgement Day. 



FEATURESTORY 



And it doesn’t end till the fat lady sings, or when the 
wrestler steps into the ring: hop on the turnbuckle 
and toss your cap out to the lucky fan ala John Cena; 
or bring up the lights with a pyrotechnic blast like 
the Undertaker. A huge fan of Triple-H? Well, take 
delight in knowing that you can spit your bottle of 
water out in full, glorious D-Generation X style! 



“IN SVR09, IF YOU 
BUILD UP ENOUGH 
MATTITUDE OUT 
THERE BEFORE THE 
ACTUAL MATCH, YOU 
WILL GAIN A SERIOUS 
EDGE OVER YOUR 
YOUNGER BROTHER 
CHRISTIAN COME 
JUDGEMENT DAY.” 



FEATURES 



w Help Menu 



For the first time ever, players will be able to team up for co-op storylines 



in 



the 



And it doesn't quite end there - remember the victory 
"dance" I mentioned earlier? Well, after pwning your 
noob opponent with your fancy new momentum for 
the 1 -2-3, THQ now lets you rub it in his face with, 
you guessed it, interactive victory scenes! This one 
is purely for entertainment though - it doesn't build 
any "momentum" nor does it add to any "appeal-o- 
meter”, but it does add insult to injury as you kick his 
butt all over cinsert city here> again. 



Not quite enough? Well, pick up that chair and 
smack that ref unconscious for more mayhem! With 
the ref out, now you can really lay the smackdown 
on your helpless victim like you really mean it. With 
fresh bloodthirstiness coursing through your veins 
and the continuous echoes of boos ringing in your 
ears, you let fly from the top of the turnbuckle, 
feeling on the top of the world. Perhaps it was the 
adrenaline, maybe it was the F-U finisher earlier. But I 
guess you can just call it momentum, e 



SVROS NEW 



Select 
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I n the middle of a small “nostalgic" session of Contra with your buddy on your dusty NES, you came 
to a sudden realization. You are on your last life, Konami code input be damned, and your buddy 
is already out of commission. You gun through the Red Falcon army relentlessly coming down on 
you with grenades and ammo in Area 3, all the while avoiding the falling rocks that coined the term 
"environmental hazards" in videogame history. You happen to see a few platforms ahead that you could 
reach out to. You hit the A button and your avatar leaps in a straightforward arc. 

Unexpectedly, you notice a small pixel of an enemy bullet that happens to be in trajectory to your now- 
mistimed jump. The bullet hits, and you are instantly dead, falling into the unforgiving scrolling black 
space that is the bottom screen of the early 90s videogame pitfall. The ominous words spell out on your 
screen in bold capital letters, emblazoned in white. 

GAME OVER. 

The following options are then presented to you at the bottom of the text: Continue, or End. 
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Received " Phoenix Down" ! 
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Getting your ship captured is a good thing, if you play your cards right. 



Does the above scenario seem 
familiar to you? How many of you get 
frustrated when you see Sir Guinness 
the Night Elf Warrior getting axed 
in an online RPG because of certain 
bandwidth issues or seeing your space 
marine accidentally plummeting to 
his death because of near-impossible 
jumping puzzles in a first-person 
dimension? One might condemn 
the fact that death in videogames is 
just worth an irksome screen with a 
demoralizing message coupled in a loss 
of game resources like extra lives or 
in-game funds. 

Believe it or not, the death mechanic 
is not so much a detriment but an 
element in gaming that has been 
important since the dawn of gaming 
where one joystick and a single 
button passed off as controllers. 

When given a dose of creativity, 
death becomes an enhancement of 
the gaming experience, rather than 
a barricade that puts you in the brink 
of tossing the controller into the 
WoodGrinder 2000. 

Dead Motiuated 

When gaming was in its infancy circa 
1979, death was either just a stopgap 



for you to put in quarters, or to signify 
that you lost to your friend in a two- 
player game. While games like Galaga 
puts a spin on the mechanic of death 
(via having double the firepower when 
you liberate your captured ship from 
the enemy) it still serves double-duty 
as a fearmonger and a motivator to 
arcade-goers everywhere. Swing a 
mace in a wide arc, and you're bound 
to hit 6 or more games following this 
tried-and-true concept of the game 
over screen, like every arcade side- 
scrolling beat-em-up from Capcom 
and Konami that purposely rakes 
up the difficulty for included coin- 
munching. Most online shooters with 
heavy emphasis on teams treat death 
akin to a hockey player on the bench; 
the unskillful, upon getting shot, will 
have to wait until their team win or 
loses to get back into the game for 
the next round. Penalties like these 
make people do their best in reaching 
the top with a high score or a high 
accomplishment, even if at times it 
brings out the worst in people. Like a 
string of expletives or a floor littered 
with splinters from broken furniture 
and glass shards from broken TV sets. 

However, creating a game-over 
scenario with little consequence or 
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loss will lessen the overall impact 
it would have on the player. While 
the utopia-gone-wrong first-person 
shooter Bioshock is credited for its 
narrative and gameplay, the chink 
in its art deco armor is that it made 
death meaningless. Whenever you get 
shot down by the game's enemies, 
you respawn back in one of the 
abundantly-placed regeneration vats 
with full health and the enemies 
still as damaged as you left them. 

Too much hand-holding eventually 
make the toxicity of repetition and 
backtracking seep, tainting the 
A-material experience upon further 
hours of play. 



Dead Set Story 

Placing death in a videogame isn't 
restricted to just the game over 
screen, but also in a key point of an 
expansive storyline. While the new- 
age gamer believed that the death of 
Aeris in Final Fantasy VII marked a 
path where characters have to mature 
as well as bring out a tear from the 
audience, it was actually Phantasy | 
Star II for the Sega Megadrive that 
started this. A prominent member I 
of the cast bonded with your main . 
character since the beginning of 
the game right until her untimely i 
death at the hands of the adversary. 

A character's death, while tragic, | 
would only hold meaning if she was 
also remembered for her life and I 
the emotional attachments she had. , 
The progression of machinima and 
videogame cutscenes rivaling that of i 
Hollywood blockbusters have been 



so advanced and more fleshed out 
in delivery and content, that these 
emotional attachments to certain 
protagonists are almost as heartfelt as 
the attachments to a real-life person. 



“ If mg doctor 
told me I 
had onlg sin 
minutes to Hue. I 
wouldn't brood. 
I'd tgpe a little 
faster." 



- Isaac Rsimou 
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Star 2 helped more things forward on an emotional level. 
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intact to their un-lives with the everyday 
happenings of the universe. 

The actual "death" which leads you 
to the game over screen is handled 
in a more drastic manner: breaking 
the laws in the game will result in 
the game's deity. The Lady of Pain, 
thrusting the Nameless One into one 
of her mazes, where the wicked are 
meant to get lost and turn insane 
forever. Speaking of which, there are 
key points where the Nameless One 
can end up as a vegetable, making his 
immortality pointless. This shows that 
there are indeed far worst things than 
death in a narrative point of view. 

“ I am ready 
to meet my 
Maker. LUhether 
my maker is 
prepared for 
the great ordeal 
of meeting 
me is another 
matter." 



bless free from the stereotypes of elves 
and dwarves and forests brimming 
from Northern European mythology; 
designers Bioware created something 
darker and ahead of its time. 



Planescape: Torment's story is about a 
nameless immortal who is searching 
for his forgotten past. While this 
screams "dich6" at first, the story 
writers handle it well into its whole 
narrative. The Nameless One, as he is 
referred to in the manual, is looking 
for information to end his immortality, 
which he eventually views as a blight 
on his existence. Of course, as the 
moral line of Planescape gets thinner 
and the shades become greyer, his 
quest for his answers are not what 
he expects them to be. The Nameless 
One in a past life committed a deed 
so horrible, that he has to atone it 
for each and every one of his future 
lifetimes. Searching for a means to 
death is the only way he can stop this 
horrible cycle. 



The game's focuses on death like its 
best friend (literally too, as your starting 
companion is a floating talking skull). 
Every time you die, you end up going 
back into the morgue where you 
started in; only with your memories 
intact. There are even instances where 
you have to prove your immortality 
to the most cynical of the townsfolk 
by snapping your own neck, Even the 
starting town you are thrust upon 
is littered with ghouls, skeletons, 
and creatures like "death workers": 
Collectors and Dustmen but to name a 
few. Planescape: Torment doesn't use 
"scare factor" like horror games do; 
the dead are portrayed as sympathetic 
and pitiable, with a sense of dignity 



panned in sales, thus giving no hope 
for a sequel. Nonetheless, the culture of 
videogame death was explored much 
further which leads to an invigorating 
experience in game design and an 
influential source of ideas. But none has 
integrated such a theme as smoothly as 
one of Bioware's RPG prodigy. 



fl Different Kind Of 
Bucket-Kicking 

Planescape: Torment, a fantasy RPG 
for the PC in the late 90s, integrated 
death into its narrative unlike any 
other game. Born out of the then- 
prosperous company TSR back in 
1994, Planescape is an offline pen- 
and-paper RPG supplement that is set 
in a bizarre plane of existence where 
anything can happen. Its classification 
of a fantasy role-playing type serves 
Planescape no justice. The universe is 



The theme of death has been set up 
as a backdrop for an entire game 
to add uniqueness to an otherwise 
conventional medieval or sci-fi setting. 
Grim Fandango, an underrated classic 
from LucasArts in 1998, is set up in 
the Land of the Dead inspired by the 
Mexican celebration dubbed "Day of 
the Dead" on November the 2nd. This 
festival was originally celebrated by 
the Aztecs as a way to bring praise to 
the goddess Mictecacihuatl, known as 
the Lady of the Dead. The departed 
souls in the gameworld have to make 
their way from the Land of the Dead 
to the Ninth Underworld, a sacred 
haven for the soul's final resting place, 
with sinners having to trek on foot 
and taking up jobs to support their 
journey while the virtuous getting 
assistance via automobiles and classy 
modes of transportation. The Mexican 
roots of its inspiration are prevalent, 
as the natives of the land speak in a 
juxtaposed language of English and 
Spanish phrases. Even the natives of the 
Land are modeled after the holiday's 
trademark figurines, called the "calaca" 
(which is "skeleton" in English). 

Grim Fandango is a mixture of both the 
celebration and the 1 930s Art Deco 
motif of architecture and character 
wardrobes not unlike such movies like 
Casablanca and The Maltese Falcon. 
Lead designer Tim Schafer said he 
consulted renowned folklorist Alan 
Dundes to incorporate the Land of the 
Dead theme and beliefs into a dark 
noir tale of the protagonist Manny 
Calavera. While the game was a 
success to critics and the minority, it 











Dead Pussling 

Creative designers have used the 
subject of death as a means to solve 
a puzzle or create a pathway to 
progression. Legacy Of Kain: Soul 
Reaver played with that mechanic 
a little. The protagonist Raziel has 
the ability to materialize in both 
the spiritual and material world of 
the game's world, Nosgoth. Certain 
obstacles, like grates and ghostly 
pathways spanning across large 
chasms, require Raziel to warp back 
into the Spirit realm either by death 
from enemies or by crossing into the 
planes with the satisfactory amount 
of spirits. Thinking on that concept 
further, Raziel would be committing 
suicide on a daily basis to get from 
obstacle A to point B. Critics did 
argue that this setup justifies the 
game's unnecessarily extra length, but 
switching between corporeal forms 
to solve puzzles and gain access to 
different areas were novel highlights 
back then. The criticism did hold 
water for the future, as the team of 
Crystal Dynamics only expanded, not 
improvised, Raziel's soul-travelling 
ability in the sequel, Soul Reaver 2 
and its final game, titled Legacy Of 
Kain: Defiance. 



The ability to traverse as a spirit 
beyond death is also used in the 
online hit World Of Warcraft. Upon 
getting killed in certain areas, or 
"ganked" (in the game's terminology) 
by others, you will materialize as a 
ghost from a graveyard and search 
for your corpse in the last place you 
were offed. The most unsporting 



of players will wait alongside your 
corpse in hopes to kill you again and 
take their spoils, but it was a breath 
of fresh air in dealing with player loss 
for the online scene. (It does become 
a royal pain having to trek over a 
whole continent if you die often 
though - Ed.) 



If you have touched any role- 
playing games bearing the "Mystery 



Dungeon" subtitle, you would be 
wary that death in those games will 
yield harsh penalties. All your items 
and experience points are forfeit 
when you bite the dust in one of 
these hardcore RPGs. However, 
time does not reset in these type of 
games, particularly the Shiren The 
Wanderer games. Upon the many 
deaths that happen to you, enemy 
tactics become apparent and certain 
strategies like keeping a 
up item in the game's 
become more obvious. In 
Shiren makes you learn a lot 
you die countless times without 
the need to hold your hand. Good 
game design makes sure that 
core philosophy in the 
right into the skull of 
the moment they pop in 
cartridge. In this case, Shiren 
really, really hard. 



"Too 
security 
They seem to 
than death." 

- James F. Byrnes 
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The Bright Side Of 
(Un)Life 



Postmortem - The Bad Side Of Death 




Ring Outs \ 

You are about to hit your opponent's last sliver of life left with a flashy Slip Stream attack, ■ 
when all of a sudden he/she presses a combination of buttons to inflict a throw that ■ 

flings you away from the arena, resulting in a win for him/her. With today's technology ■ 

and right-side thinking, you would think that Ring Outs would be made optional, but 
alas, SoulCalibur and Virtua Fighter are the main offenders even with their caliber. 





Easy-To-Fail Stealth Missions 

If you give a well-armed soldier the task only befitting to a soldier wearing leaf 
camouflage and a sniper rifle, odds are that he's going to flunk that assignment 
and have soldiers swarming on his side. Certain games have the pleasure of making 
you restart the entire level all over again as soon as you trigger the alarm. Soldier Of 
Fortune 2 and Return To Castle Wolfenstein are notable offenders. 



Now that we know, death not only 
teaches, but it also pushes story 
forward and acts as a key backdrop, 
or even to its extreme, all three of 
these simple philosophies. In the 
instance of Planescape: Torment, 
death ends up being the Macguffin for 
the protagonist. As game designing 
progresses, we should feel confident 
that such a keystone in this field 
will transcend into something more 
than a single screen. So before you 
dismiss this big element of play, keep 
the words of Pete Hines of Bethesda 
Software in mind: 



Not all aspects of dying have been received well by gamers, old and new. Here are a few 
staples that have been around for a while and are here to stay. 



The Backwards Fall 

Prevalent in early NES games, when you get hit, you get knocked back by a small 
distance. This results in your death via falling into a pit of spikes or a pit of nothing. It's 
one thing to miss a jump, but it's another when you land on a platform, only to get hit 
by a stray bullet that knocks you back a few meters into oblivion. 



" Having your character die or fail is 
important because your actions have to 
have some meaning in the game, and 
to you." e 



The Late Draw Distance Engine 

A baneful problem that occurred in most 3D platform and racing games when the fcjiJ 
Sega Saturn and Sony Playstation were butting heads, Whenever you drive onto a £&. 
track or are carefully navigating a bunch of platforms, you had to leave it to chance 
sometimes to make sure you're making a right turn or jumping onto the platform not 
filled with acid. 



One-Hit Kills 

Picture this: you're a state-of-the-art robot equipped with an all-round arm gun. Your 
armor gives you minimal protection against enemy fire and enemy tackles. As your 
soles touch a slightly sharp-looking obstacle by a shred of a pixel, your life flashes 
before your eyes as you explode into a ring-shaped spectacle. There should be a decree 
that One-Hit Kills are only allowed in games that have really tight controls and are 2D. 



I' 



The Misplaced Camera fingle ■ 

"Hi Mario. Your latest foray into space is unmatched in terms of imaginative level 
design. Unfortunately, when half the time I'm second-guessing which edge of the 
platform makes me go to the other side and which edge sends me falling to my doom, a 
it seems more like I'm playing with Lady Luck more than an absence in skill." While B 
there is no such thing as the most perfect camera angle in a third-person action game, ■ 
it needs to be mentioned to designers who don't even try to amend the situation. ■ 
.■ 
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Aug 2008 - Loyal fans and subscribers of G. 
1 ^ Hardware Zone descended onto 20 Ayer Ra 
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Aug 2008 - Loyal fans and subscribers of GameAxis and 
J ^ Hardware Zone descended onto 20 Ayer Rajah Crescent aka the 
offices of your friendly overworked GAX staff for the second 
ever PlayTest. Hosted and brought to you by GameAxis and our sister 
publications, HWM, PHOTOVIDEOi and www.hardwarezone.com, PlayTest 
#2 was a one day extravaganza of gadgets, gaming and seminars. The 
highlight of the day was our GameAxis Gauntlet, a multi-console, multi- 
genre competition of gaming I33tness, where we crowned our GameAxis 
Gauntlet Console Overlord. Abel Tan. 



finalists - Bernie Ronquillo, Chan Win Hung. Abel 



3rd place finalist Chan Win Hu 
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GCA 2008 Exhibition Floor 

Sep 2008 - Games Convention Asia 2008 is wrapped up and 
^^done, so here's what you missed if you didn't make it down. 
V.^ EA's booth could hardly be called a booth, more like EA zone; 
they brought just about everything with them: Warhammer Online, FIFA 
2009, Need For Speed: Undercover, Red Alert 3, Spore, and yes... finally, in 
Singapore, Rock Band! Maxsoft had Wii Fit, Force Unleashed, Raving Rab- 
bids TV Party, as well as an entire wall of Nintendo DS. New Era had a whole 
line of demo stations set up, as well as Guitar Hero: World Tour. Sony were 
having a SoulCalibur IV party in its corner, topped off with a SoulCalibur IV 
tournament on Saturday. Cherry Credits were showcasing Vertigo Game's 
upcoming FPS MMO, Blackshot, letting the general public playtest it at GCA 
before it goes live. Replay Interactive had a special black curtained booth 
(18+ only!) with a playable demo of Saints Row II. 
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GCA 2008 Conference 

Sep 2008 - GCA's Conference rooms were busy all three days, 
with keynote speeches given by a host of industry experts. Nokia 's 
Dan Scott presented on the future of mobile gaming, predicting a 
multi-sensory experience, allowing a gamer to hear, touch, smell, feel or even 
think while he's enjoying a game. Michael de Plater revealed some secrets of 
game development, such as how licensed games often start life as an original 
IP, and only later a suitable license is found to strengthen sales. EA shared the 
stage, a group of presenters talked about a whole host of upcoming games, 
including their upcoming collaboration with Hasbro to bring their line of board 
games to consoles. Jurriaan van Rijswijk of Dutch gaming company, Games 
Factory Online, presented the company's new 'serious' games, games aimed at 
providing alternative education solutions ranging from corporate and business 
managers to hospitals and schools. Peter Molyneux presented on how to build 
a captivating story experience, using Fable II as his model 
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Viva Pinata 

Trouble in Paradise (X360) 
Mario Super Sluggers (Wii) 
Space Siege (PC) 
Facebreaker (X360) 

Infinite Undiscovery (X360) 
Tales of Vespena (X360) 



Absence of Justice (PS3) 
Star Wars 

The Force Unleashed (PS3) 
Lock's Quest (DS) 

Rock Band 2 (X360) 
Mercenaries 2 (PC) 

Review Round-up 



Spore 



Darwin Would Be Happy 

I n our sometimes all too bleak world 
of politics, war and global warm- 
ing, Spore is beautiful. It is beautiful 
because it appeals to the child like 
fascination with things that we may 
have all long forgotten. Remember the 
humbled awe you felt when as a kid, 
your brain boggled at the fact that your 
entire world was just one tiny planet in 
a seemingly endless universe? Or the 
sheer terror you felt when you realized 
that microscopic bacteria was just 
swimming in your morning cornflakes? 

Those feelings are what Spore tries to 
tickle, tease and coax out of even the 
most jaded amongst us. Of course, 
those approaching the game with an 
achievement-centric mindset more at 
home with Halo 3 probably won’t even 
feel the mildest of emotional stirrings. 
But theirs is not a failing of Spore, but 
rather of an industry all too concerned 
with delivering fast, instantaneous 
enjoyment. The real one true failing 
of Spore is that even though there 
has been valiant efforts to make it as 
unobtrusive as possible, the occasional 
rogue interface or errant design 
stands as a stark and sudden barrier 
between Spore as a game, and as an 
experience. Still, such instances remain 



in the minority. Overall, there is little to 
discredit Spore as one game that every 
person thinking about games seriously 
should play. 

5 Stages, 1 Game 

Your journey through Spore spans 
across 5 "stages." This is, of course, 
open invitation for short sighted 
expectations that Spore is going to 
be 5 games packed into one. Let’s 
be clear on the offset that expecting 
Spore to be flOw (for the Cell stage). 
Halo with animals (Creature stage). 

Age of Empires (Tribe), Civilization 
(Civilization) and Starcraft (for the final 
Space stage) all rolled into one; is an 
empty hope. Naturally none of the 
stages can possibly stand up to a game 
fully dedicated to one style of game 
play, and to be fair I think Will Wright 
never intended on single-handedly 
challenging Starcraft 2 with Spore's 
Space Stage. Viewing the stages 
independent of each other simply 
begets the conclusion that Spore is 
not “deep” enough, too "casual" or 
anyone of the dozen other criticisms 
about the game. 

Certainly, the stages do leave a little to 
be desired if taken in isolation. This is 
most telling in the game's "mid-stages” 



RATE 



I 

namely Creature, Tribe and Civilization. 
Tribe for example feels too much of a 
mere stepping stone that was thrown 
in for the sake of it. There is an absence 
of basic RTS staples like Ctrl grouping, 
an intuitive mini map, and a good 
variety of units (there really is only one, 
your own Spore creation, which can be 
equipped with 3 weapons that roughly 
represent the classic range/melee/siege 
weapon types). Your era of Civilization 
is also some what of a let down, with 
just enough longevity to last about 
2 times through, meaning that the 3 
time will probably be done as fast as 
possible to get to the space stage. 



"There have 
been many 
games that 
claim to be "god 
simulations" 
and what not, 
but really none 
deliver on the 
level that Spore 
does." 



are scaled from 
1 — 10 with a 
decimal point 
thrown in to 
show that we’r 
semi-smart... 
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Still, as already pointed out, the stages 
were never meant to be viewed 
independent of each other. They are 
not "mini-games," but rather chapters 
in a much bigger game. And much 
effort has been put into giving the 
chapters a sort of continuity that you 
being to notice after a while. Your 
traits are a good example. These are 
nifty little abilities (think of say the Ion 
Cannon from C&C) that you can use 
during each stage. The catch is that 
what your traits are is determined by 
how you have played your previous 
stages. Eating mostly plant matter in 
your cell stage will grant the Herbivore 
trait. This in turn opens up abilities that 
stretch all the way into the space stage. 
Thus, while you're leading a galactic 
fleet, you just might find yourself 
cursing your primordial ancestors for 
eating too little meat and denying you 
a useful ability. 

The Invisible Hand 

Naturally, the best instance of how 
all the chapters are inextricably linked 
is your creatures. The same Spore 
creations that you are leading across 
the galaxy and building Death Stars are 
the very same critters that once flopped 
almost helpless unto shore. There have 
been many games that claim to be 
"god simulations" and what not, but 
really none deliver on the level that 
Spore does. You are truly a god, the 
divine had that guides your fledgling 
creations through cellular battles for 
survival right up into the stars. Thus 
you really do get a strange kind of 
attachment to your wacky creations, 



actually caring for them a whole lot 
more than you would for say Spearman 
X from Age of Empires. 

Your divine attachment to your 
spore creations is made all the more 
poignant by the Spore Creature 
Creator. First off, this tool is an 
amazing piece of technology. It 
simplifies the creation of 3D models 
into a matter of mousing over the 
appropriate parts and stretching 
as you see fit. What was once the 
realm of programmers, Spore has 
turned into something so simple 
and intuitive that a kid could take 
a go at being god. All this at a cost 
of mere kilobytes, which allows you 
to share and transfer your creation 
with friends (more on this later) and 
the whole Internet. On another level, 
you can even fancy Spore's Creature 



Creator as literally being the tool box 
and work desk that a god would use 
in creating his followers. The act of 
tweaking/redesigning and reworking 
your critters simply adds on to the 
sentimental attachment you have 
for them, and again ties up the 5 
stages of the game into one holistic 
experience. 

Infinity and Beyond 

The true jewel of Spore lies in space. 
Once your race escape the limitations 
of just living on their planet, the 
Space stage is truly where the game 
practically explodes into a whole new 
level of options. Thus far. you have 
spent most of the game creating your 
creatures, nurturing them from cells to 
bi-pedal sentient beings. Now with all 
that creating done. Space is really the 
huge sandbox for you to play with your 
critters. Start a galactic empire? Check. 
Be a space traveling race of spice 
merchants? Why not. You can even be 
the cosmic equivalent of Steve Irwing 
by skimming around the galaxy and 
discovering new and kooky creatures 
that are on their own evolutionary 
paths to greatness. Or simply just fiddle 
around with the map options and 
watch your own little galaxy slowly 
turn. Supernovas will explode, planets 
will continue their stately orbits, and 
black holes will destroy people foolish 
enough to venture near them. 

Thus, once in Space, you truly realize 
the expanse of Spore. In an age 
where it is all too easy to simply pack 
sequel after sequel of a tried and 
tested formula, Spore is a renaissance 
of gaming design. It steps back, 
and asks things like "Why must the 



"Spore has no 

g enre, simply 
ecause it isn't 
limited by one." 

developer create, and players play?" 
and completely rethinks the idea. In 
Spore, the player is almost as able 
as the developer to create and more 
importantly share their creations. 

Spore has no genre, simply because it 
isn't limited by one. It is a game in the 
purest sense - an interactive experience 
appealing to the emotions within us. 



If it wasn't for developer Ocean Quigley 
suggesting the title Spore, the game 
could have 

cw ended being 

^ "just' another 

Sim game, as 
SimEverythjng Will Wright’s 

first choice for 
• its name was 

r, SimEverything, 

x*X as evident in this 

■ early poster. 
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Viva Pifiata: 
Trouble In Paradise 



► GENRE SIMULATION 
►DEV RARE 

► PUB MICROSOFT 

► PLAYERS 1-2 



X360 68 

■ JONATHAN LEO — 



Mary Mary, Quite Contrary... 

N ot content with the abysmal 
sales of Viva Pinata, Rare took 
the numerous complaints stem- 
ming from their first foray into a "living 
pinata and garden simulator”, ranging 
from game-halting bugs and difficulty 
curve for a "casual" game, and fine- 
tuned it into Viva Pinata: Trouble In 
Paradise. This gives off a stench of cash 
cow from the kid's TV series and right- 
fully so, as the updates and additions 
seem minuscule at best to those who 
have tended their gardens before. 

Next to the Single Player mode of 
acquiring new pihatas from different 
regions by fulfilling certain objectives, 
the game offers a Just For Fun 
mode, which lets you build your own 
garden any way you want with no 
consequence of low funding or evil 
red pinatas ruining the eco balance 
of your garden. The game offers 
both local and online multiplayer, 
so you can culture your garden with 
the help of your significant other, or 



with someone from the other side 
of the continent. If the current level 
of fun isn't enough yet, you can use 
the Xbox Live Cam to take in-game 
photos for community sites or scan in 
Pinata Vision cards to acquire special 
pinata species. 

Will You Catch Em' All? 

While the price tag might be a little 
steep, given that it feels like nothing 
more than an expansion pack, 
newcomers enamored by its charm and 
colorful aesthetics will definitely enjoy 
having a go with loved ones who don't 
play as much games as you and I do, 
thanks to the Just For Fun mode and 
deep gameplay. Others who played 
through the first game extensively 
should just rent or get a second-hand 
copy to see if collecting a few new 
breeds of chocolate-filled inbreds from 
desert and icy tundra areas is worth 
paying full-price for the game. Odds 
are leaning towards "No", unless your 
level of obsessive compulsive disorder 
reaches an all-time high. 




Mario Super Sluggers 



•GENRE SPORTS 
• DEV NAMCO BAN DAI GAMES 
•PUB NINTENDO 
■PLAYERS 1-4 



Hey, Batter Batter Batter 

M ario and his buddies have 
gone on holiday to the 
tastefully named "Baseball 
Island". Unfortunately, Bowser Jr. and 
his minions show up too, now only 
Mario can stop him by recruiting a 
team and beating Bowser Jr. in a final 
game to see who stays and who goes 
(A tad contrived for a story, but I guess 
it’s a Mario game. - Ed) 

The game is basically an advanced 
version of Wii Sports' baseball game; 
you hit the ball by swinging the 
Wiimote and pitch the ball by making 
a throwing motion. Unlike Wii Sports, 
you also have to control your fielders 
too. The hitting and throwing are 
pretty easy to pick up; they actually 
seem a bit easier than in Wii Sports. 

To hit, all you have to do is make a 
token wrist swing, barely the merest 
wave with the Wiimote once the ball 
enters the hitting zone. Having said 
that, there are button holding options 
for power hitting and bunting so its 



not all auto-pilot. Pitching is the same; 
basically just flex your wrist to throw a 
fastball, curveball, slider etc. This is fine, 
but it doesn't really inspire much of a 
desire to get up and grip the Wiimote 
with both hands, hitch your pants and 
swing with all your might. 

The fielding is a bit 50/50. The basic 
idea is right; hold a direction on the 
analog stick and make the throwing 
action to throw it to the base you want. 
The problem is the camera sometimes 
makes it hard to see where the ball 
is going to land, and even which 
character you're going to be running 
to try to catch the ball. This results in 
a lot of easy fly balls ending up being 
doubles or triples because you ran the 
wrong way or were too slow to react. 

Overall, the game is pretty fun, 
following in the Mario series of 
party style games, but not a massive 
improvement over Wii Sports. Up to 4 
players at a time can play, but bizarrely 
there's no online option. 
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In Space: No One Can 
Hear You Scream 

C reativity can be a tricky little 
thing to handle, particularly 
when a developer dares venture 
and go where no videogame has 
gone before. OK, a little melodramatic 
perhaps, but I was a pretty huge fan 
of the original Dungeon Siege series, 
and a Dungeon Siege III (of sorts) with 
laser guns just seems too compelling 
to ignore. 

Gas Powered Games' latest action- 
RPG dungeon crawler is chocked 
full of sci-fi goodness, but the 
shift from fantasy to technology 
isn't entirely revolutionary either: 
Blizzard took everything they did 
right with Warcraft, dumped the 
ores for aliens and hatched the 
stellar hit Starcraft. 

Here, the plot is pretty predictable. 

In a not-too-distant-post-apocalyptic 
society, you are a Sergeant on board 
a massive spaceship that is under 
siege from the far superior Kerak 
race. There are several surprises 
between the chapters, but none are 
truly fascinating enough for you to 



feel any real emotional involvement 
with the story or the cast. 

A Space Odyssey 

Space Siege does a delightful job in 
recreating the sci-fi atmosphere in the 
game: off the bat, the waves of aliens 
and constant barrage of exploding 
plasma balls and shock grenades draw 
you into the furious action and puts 
you right in the driving seat of your 
very own Starship Troopers movie. 
However, the seemingly endless 
maze of darkened corridors on 
board the ISCS Armstrong (your ship) 
offer an overwhelming sensation of 
claustrophobia. Hours into the game, 
a colleague walked by and asked why 
I was still in same area - that’s how 
monotonous levels can get. Like a B- 
grade space movie, you will soon tire of 
the repetitiveness of it all and crave for 
something fresh. 

Man or Machine? 

Something like the option of 
augmenting oneself with cybernetic 
upgrades perhaps? I like how Space 
Siege explores the moral issues behind 
trading your humanity for significant 
combat and performance advantages 



-- such as being able to carry that 
big-ass chaingun that would otherwise 
be impossible without robotic arms. 

On one hand. Dr. Robotics urges you 
to trudge on forward; reminding you 
that the human race must be preserved 
no matter the cost; on the other, Miss 
Communications Officer pleads with 
you that losing your humanity is only 
the beginning of a greater threat... 

"Space Siege 
explores the 
moral issues 
behind trading 
your humanity for 
significant combat 
and performance 
advantages." 



Or is it? 

Click or be Clicked 

Space Siege is billed as an action-RPG, 
but do note that it is more action 
than RPG. The controls take a little 
getting used to as it doesn't adopt the 
modern WASD controls: the left-click 
is used to interact and move while the 
right-click is your attack option. 

RPG elements are also dismal as there 
are only 2 skill trees to explore: one 
for combat and one for engineering. 
"Leveling up” is also predetermined by 
chapters as you only get advancement 
points at fixed intervals in the story. 

You do get to upgrade your stats such 
as damage, armor and health though, 
simply by purchasing these upgrades at 
a workbench with the game's currency: 
scrap metal and alien guts that you 
salvage from the path of destruction 
you leave behind. Weapons stats such 
as speed, critical hit rate and critical 
damage are upgraded in pretty much 
the same way too. 

At the end of the day, Space Siege 
works as a dickfest in a sci-fi 
setting. But this is no Diablo as the 
lackluster customization options 
and the lack of unique weapons, 
armor, equipment and environment 
takes the fun out of hunting for 
that next epic loot or discovering 
an over-powered build. If you fancy 
repetitive actions in a repetitive 
environment killing repetitive 
monsters clicking on repetitive 
things, this game is for you. 



In the original Dungeon Siege series 
you get a lovable packmule called, 
well, packmule. In Space Siege, you get 
a robot assistant HR-V (pronounced: 
Harvey) that, well, doesn't talk much. 
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FaceBreaker 





Float Like A Butterfly 

A nyone remember the boxing 

game 'Punch Out!' ? Apparently 
EA does. Thinking up of new 
ideas to invigorate their staple boxing 
champion game, the Fight Night series, 
EA Freestyle decides to break out the 
colors and Tex Avery-esque vision as 
well as the casual appeal of the old NES 
classic with their latest boxing game, 
FaceBreaker. Given the right mindset, 
this would appeal to a mass target 
audience in theory, but FaceBreaker 
sets the bar of "button mashing fun" 
even lower. 

"FaceBreaker 
sets the bar 
of "button 
mashing fun" 
even lower." 

The first punch at it is its roster. Having 
a diverse cast is one thing; the British 
skinny rocker-chick and the flamboyant 
Romeo brings back fond memories 
of politically-mcorrect characters from 
'Punch-Out!', but it would be all for 
naught if they all played about the 



same. The differences in characters are 
in their stun attacks and their variations 
in bringing out their Haymakers (or 
Breaker moves as the game dubs). At 
least the option to create a custom 
boxer with your face on it (via Xbox 
Live Cam) is a diversion for a few 
minutes before settling down to the 
reality that there isn't any refined 
individuality in movesets for characters. 
Given the Freestyle brand to branch out 
above and beyond the confinements 
of realism, would having Kiriko the 
Japanese raver throw neon sticks and 
having characters change their stances 
for different attacks be too much? 

While the fighting feels easy enough 
with its controls (face buttons have 
your high and low punches and 
Haymakers, while the right shoulder 
buttons enable you to block, with a 
combination of the punch and block 
enabling you to parry), the timing 
for pulling it off is very loose. A 
little too loose, as fighting matches 
with another person only result in 
who press their buttons the fastest. 
Therefore, not much skill is required, 
as battles become tests of endurance 
and would induce thumb calluses 
onto unsuspecting players even with 




a nifty rock-paper-scissor element of 
throwing your attacks. 

The total opposite should be said for 
the game's A.I. Instead of evolving 
and thus providing an escalating 
learning curve, it relentlessly mixes 
up its punches and telegraphs your 
punches and parries them with the 
reflexes of a demigod. So much for 
fair play in the sport. 

Throw In The Towel 

It is also puzzling that an EA sports title 
have less modes that usual, even if it 
is supposed to be less of a simulation 
on pugilism. Your options are either to 
fight with a friend or A.I, to fight for 
different belts against the A.I, or to go 
online with other pugilists as well as 
engage in tournament mode (called 
Couch Royale). 



If the Freestyle brand is suppose to 
be representing sport games in a 
more different light, then FaceBreaker 
is a textbook example of having a 
dim bulb. While it offers about 30 
minutes of fun, paying full price would 
result in you being sucker-punched. 
Metaphorically-speaking, of course. 




The ancient Greeks started the manly 
sport of boxing, or "pugilism” as they 
dubbed it. Fights weren t separated 
into rounds and had no time limit, and 
they tape their hands with hardened 
leather instead of boxing gloves to deal 
maximum 
damage 
to their 
opponents. 
Talk about 
hard knocks. 
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Contrary 
topoDular 
belief, the Neil 
Armstrong 
moon landing 
is not faked. 
Deal with 
reality, tinfoil- 
wearing ponce 



abilities like Aya's manual aiming and 
fanservice character Michelle's healing 
buffs via the "Connect" system; 
very useful in the heat of battle and 
customizable to boot. With a roster 
amounting to about 1 5 characters, 
there's a plethora of abilities for 
Capell to use. Certain scenarios where 
you can have up to three teams of 
four generate that great feeling that 
you're in a large scale battle with the 
amassing enemy forces; something that 
many RPGs have tried and failed to do. 
The characters aren't a hoot to listen 
to, but at least they have their use in 
large-scale combat. 

Coupled with other problems like 
vague directions to plot points and a 
clunky interface, Infinite Undiscovery 
is only showing half of its potential 
to shine. With any luck, the eventual 
sequel will fix all of the game's 
current problems into something of a 
grandiose schematic. 



1 . 1 1 — < ► 
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Infinite Undiscovery 



The Dark Side Of The Moon 

I nfinite Undiscovery does not give 
a good first impression. As soon as 
you load in the first disc, you are 
bombarded with tepid cutscenes and 
spotty lip-synching, two unintuitive 
chase sequences, an unnecessary escort 
mission, and coming across two party 
members right out from the set of The 
Village Of The Damned, red eyes, pale 
skin, and all. 

"It's only past 
the 5th hour 
where things 
get more fleshed 
out and the 
game gets fun." 

But I pressed on, knowing that Tri Ace 
is responsible for the Star Ocean and 
Valkyrie Profile series, both well-known 
for its great combat system rivaled 
only by the Tales series. It's only past 
the 5th hour where things get more 
fleshed out and the game gets fun 
with combat-oriented objectives and 
dungeon puzzles. The story pits you as 
Capell, a flute-playing minstrel who got 
jailed because he was mistaken to be 
the fabled Sigmund The Liberator. One 
of the liberator's aide, Aya, rescues you 
from your jail cell and thus, you embark 



on a quest to break the many chains 
across the world to release the moon 
from the grasp of the Order, leading 
to not only one of the more absurd 
storytelling moments in gaming history 
but also a bunch of breathtaking vistas 
and visuals as you traverse the land. Tri 
Ace cranks up the Anime Stereotypes 
characterization tenfolds for their 
cast: angsty characters come off as 
laughable and the aforementioned 
Village party members need to go the 
way of Old Yeller. I do give props for 
the chemistry between the main stars 
Capell and Aya; while dich6d, is still 
more entertaining to watch than the 
antics of secondary characters like a 
thief girl passing off as a boy. 

Infinite Undiscovery's selling point 
is indeed its battle system. You see, 
everything runs in real-time, from 
fighting enemies to item management 
to taking a short break sorting out 
your movesets. Attacking enemies is 
as easy as alternating between your 
A and B buttons for quick and heavy 
attacks. Dealing different types of 
combos onto one or more enemies 
will yield additional experience points 
and sometimes restore your health and 
mana. It also happens to be button- 
masher friendly, but there are times 
when defense - in the form of a parry 
that deflects most enemy attacks and 
momentarily stun them - is sparingly 
used. I would suggest you set your 



targeting to Manual, because the 
game does a rather terrible job at 
selecting your targets for you. Party A.I. 
is decent, but when you find out that 
you're out of potions and resurrection 
items after a major battle even if 
you command them not to heal, you 
wonder why Tri Ace did not employ 
an A.I. customization option like Final 
Fantasy XII. 

Set Up Us This Bomb 

You can also use your party member's 
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at least they are likable and easy to root 
for. The only animal in your party isn’t 
tacked on with an obnoxious voice-over, 
which is a huge plus given the genre. 
The only criticism I have is that it still 
sticks to many diched JRPG conventions 
from years past. If you can guess that 
the group of eclectic teenagers will 
eventually get their own boat and 
airship, you most probably can telegraph 
who the eventual antagonists will be. 

Boiling down to silver-speckled tacks, 
TOV is what TOA aspired to be 
While sticking true to the roots of a 
traditional RPG and tacking on a great 
fighting system, TOV will enamor 
the hardcore and casual RPG gamers 
looking for something star-shining. 
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What the hell is a Vesperia, you 
ask? It's a play on the Roman word 
Vesper, which means ‘Evening Star" 
In mythology, he's a Roman god that 
personifies tne evening star. 



Tales Of Vesperia 



A New Facelift 

W hen it boils down to reality, 
having better technology 
can make games work out 
the way you want it to be. Tales Of 
The Abyss (TOA) - the past sequel to 
the prevailing Tales series started off by 
Wolf Team and then establishing itself 
as a company trademark RPG series 
by bigwig Namco Bandai - was a great 
game marred heavily by the limited 
power of the PS2. Slowdowns in 
battles and absurd load times plagued 
what was a decently-crafted RPG; 
it's akin to driving a Ferrari using the 
engine of a Proton Saga. 

Tales Of Vesperia (TOV), the next in line 
of the series, fixes all of that and more. 
As soon as you pop in the CD, the lush 
cel-shading makes the world come 
alive and well. From the Production I.G 
animated cutscenes that flesh out key 
points in the story, to the smooth- 
streaming colorful overworld of TOV 
and its inhabitants both humanoid and 
beast (thankfully not populated with 
random battles, as you can see enemies 
on-screen), 'gorgeous' is a suggested 
adjective to label TOVs aesthetics. 

"'Gorgeous' is 
a suggested 
adjective to 
label TOV's 
aesthetics." 



The Tales series have always excelled 
to Japanese RPG enthusiasts with its 
arcade-style battle system, and TOV is 
no different. You can run around the 
3D field in real-time and target enemies 
with ease pulling off special moves 
called Artes. This version of TOA's system 
introduces Fatal Strikes, which lets you 
kill off enemies quicker by pressing the 
Right Trigger whenever a symbol appears 
on the enemy while you barrage them 
with a combo of artes attacks. Skills are 
customizable for each character and 
can be learned by equipping different 
weapons and gear, so you'll be learning 
to pull off Mystic Artes, essentially 
super moves for specific characters, and 
backsteps as you progress through. Be 
advised that early boss battles can rake 
up in difficulty, which makes the option 
to ease up the battle difficulty a boon 
for those wanting to get through the 
narration in one piece 

Brightly-Burning Star 

Speaking of which, TOV's story deals 
with mature themes comparable with 
TOA, only in a much less convoluted 
manner and starts off with a very 
likable protagonist. Starting off from 
a hunt for an artifact thief, the game 
addresses the problems of a corrupt 
government that abuses the free will 
of people and two person's ideas of 
changing the system (one inside it, and 
the other outside with grey-shaded 
morals) in a great light. TOV's idealist 
with a vigilante streak, named Yuri 
Lowell, is much more relatable to the 



common gamer-man or woman than 
TOA’s spoilt prince-turned-emokid ever 
will, because there's always a time 
when we have to stand up for what we 
believe in regardless of consequences 
in our everyday lives. 

While the playable cast still comes out of 
the pages of "Anime Stereotypes 101 ", 
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More Prinnies Dood! 

T he 360 may have more Strategy 
RPG titles than the PS3, but as we 
all know, quantity doesn't always 
equal quality. Let's be honest here, de- 
spite looking like a PS2 game, Disgaea 
3 still manages to kick ass. 

Like previous entries in the series, 

Disgaea 3 is a standalone game with its 
own plot. This time around, the story's 
about Mao, a son of the Overlord for 
the Evil Academy Netherworld. Mao's 
out to beat his daddy senseless because 
his oversized dad stepped on his game 
console and destroyed it (along with 
his millions of hours of save data). Hey, 
what did you expect? Disgaea plots 
have always been wacky, though never 
wanting for comedic value. 



no matter how hi-res they are, look 
pixelated when zoomed up close. 

The fixed camera angles can be 
problematic as well, especially in 
cramped battlefields. Don't think 
that the production values are 
crap though, the music is still top 
notch and the voice acting (Mao's 
especially!) is still as awesome as 
ever. In fact, Mao's probably the 
best sounding character in the entire 
series... yes, even when compared to 
the awesome VO for Laharl. 

If you have a PS3, love SRPGs, you 
don't even have to THINK about buying 
Disgaea 3. It's a no-brainer, easily one 
of the system's best games. 



The rest of the game is pretty much 
similar to the older PS2 versions, with 
subtle cosmetic changes. You'll still 
create your own posse to accompany 
you into battle, though this time, it's all 
in a school based context For example, 
you don't go to an assembly, you go to 
your classroom. The classroom’s (which 
takes the place of the Dark Assembly) 
much more functional than just a place 
for making characters. You can also 
position how your characters sit in class 
(affecting their group attack rates), and 
enter them into different clubs, each 
offering different capabilities. There's 
a huge amount of depth here and I 
STRONGLY recommend you buy the 
strategy guide to get the most out of 
the game. 



NIS tweaked the gameplay system too. 
You'll still be leveling up to 9999, but 
instead of getting skills as you level up, 
now you need to use mana (acquired 
from killing enemies) to buy them 
from a store. You'll also be able to buy 
special attributes that can enhance 
your characters. Geo Panels return, 
this time joined by Geo Blocks. Blocks 
are simply Geo Panels in the shape of 
Blocks that you can throw around but 
are invulnerable (and glued together) if 
they're near other Blocks. 



There's a whole slew of new character 
abilities as well but the most 
significant? The ability to combine 
two special attacks (Prillm Bomb 
combined with Blade Rush will be 
executed as Prillin Rush for example) 



and unleash them together. You'll 
never look at Disgaea and Disgaea 2 
the same way again after this. Magic 
(sadly) still can't be combined but 
hey... they HAD to leave something 
out for the sequel, right? 



"You'll never 
look at Disgaea 
and Disgaea 2 
the same way 
again after this." 



Then there's the addition of the Class 
World (which you need to unlock), a 
complement to the Item World random 
dungeons. Like the Item World (which 
upgrade your items), the Class World 
is a series of dungeons which upgrade 
your characters. You'll be spending 
most of your in-game time in these 
two areas, so it's a relief to see that the 
randomness of them keep battles fresh 
and tactical (with Geo panels and Geo 
blocks aplenty). 



Depth and longevity aside, Disgaea's 
main flaw stems from the fact that 
it looks out of date. The 2D sprites, 



Ever wanted your very own Prinny to 
torture and torment? Head over to 
Rosenqueen.com (yes, I know it's the 
name of the shops in Disgaea) and 
get your fix there. They have Prinny 
plusnies, Prinny hoodies and everything 
you’d ever want from r 
NIS games. Just be 
aware that shipping to 



Singapore is incredibly 
costly...unless you use 
V-post of course. 
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Star Wars: The Force Unleashed 




The Force is Strong in This One 

A major reoccurring theme in the 
Star Wars universe is a kind 
of redemptive balance, most 
famously exemplified in Yoda's proph- 
ecy about a young Anakin bringing 
balance back to the Force. Ironically, 
the same notions of redemption and 
balance exist on a metaphysical level. 
For every cheesy and utterly worthless 
addition to the franchise, there always 
seems to be a counter force balancing 
out and restoring our geeky love for 
Star Wars. There was KOTOR to wash 
away the horrible taint of Jar Jar Binks, 
the Jedi Knight series to balance out 
the utterly mangled project that was 
Star Wars Galaxies. 

Now yet again, there is a call for this 
balance to be fulfilled. The lackluster 
Clone Wars animated movie has just 
plagued our theaters. And unless a 
champion steps up, the Star Wars series 
will definitely face another decline. 

This time, salvation comes in the 
unlikely figure of Darth Vader’s secrete 
apprentice in The Force Unleashed. 

A long time ago in a galaxy 
far far away... 

The Force Unleashed transpires slightly 
before the beginning of Episode 4. It 
is quintessential Star Wars, without 
all the garbage of the prequel trilogy. 
During his rampage on Kashyyyk, Vader 
encounters the child of a rogue Jedi. In 
a moment that is both characteristically 



fatalistic and yet uncharacteristically 
compassionate, he spares the child 
and makes him his apprentice. As the 
grown apprentice, events unfold that 
cause you to at first doubt, and then 
openly oppose your master, cumulating 
in two possible endings. One of these 
is a direct bridge to Episode 4, and will 
send all kinds of fan boy excitement 
running down your spine. 

"The game has 
a pretty robust 
combo system 
that combines 
both lightsaber 
attacks and 
force powers 
for some rather 
spectacular 
results." 

The game itself is largely enjoyable. Just 
as the trailers suggest, you really do 
have the force at your finger tips. From 
throwing storm troops into bottomless 
pits, to smashing TIE fighters against 
each other, the extent of force powers 
in the game is staggering. And for 
those who worry about the lack of 
lightsaber combat, the game has 
a pretty robust combo system that 




combines both lightsaber attacks 
and force powers for some rather 
spectacular results. Throw in the much 
talked about Havok and DMM physics 
engine together with the Euphoria Al 
system, and The Force Unleashed really 
presents a new original take to games 
based in the Star Wars universe. 

What a Piece of Junk! 

Unfortunately, these very same 
strengths also hinder The Force 
Unleashed from reaching the same 
kind of critical acclaim that KOTOR 
received. The force is wonderfully 
realized, but the sheer scope of the 
game environments results in moments 
of frustration. Targeting precise 
objects can be a nightmare, and so 
is everything from force pushing the 
right objects, to flinging people to a 
particular spot. The game's target lock 
system is simply too basic for rooms 
where you're going to be flinging all 
kinds of stuff all over. 

The biggest crime lies in level design 
choices that are nothing short of mad. 
Combat is generally alright, although 
there is copious use of quick time 
events, which at times lapses into mere 
mechanical exercise - like Guitar Hero 
without the music. Puzzle elements 
leave a lot to be desired, especially 
since Lucas Arts has such an illustrious 



history in that genre. Because of 
poorly thought through design, the 
Star Destroyer battle is a far cry from 
the beautiful concept art we've been 
seeing. Instead, it is an exercise in 
restraining yourself from hurling the 
controller into the television. 

A New Hope? 

Still, there is a tendency especially with 
franchised games to compare new 
games to their contemporaries. And 
while The Force Unleashed may not be 
the best Star Wars game ever, it certainly 
is amongst one of the more notable 
additions to the collection. Definitely 
worth at least a play through for all 
Star Wars fans, if not for the storyline, 
then the sheer delight in impaling 
stormtroopers on your lighter saber 
while force gripping him in the air. 




Just as in the sub headers for this 
review, there are a bunch of references 
in the game to the Star Wars movies. 
Some are pretty obvious, but the really 
enjoyable ones are the subtle lines that 
you discover now and then. Keep your 
ears pricked to enjoy some geeky fan 
boy moments. 
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Lock's Quest 



pot of delicious concepts, but also 
a hearty Goulash that's fun to chow 
down on. Here's to having more 
Desktop Tower Defense-like hybrids 
onto the portable systems. 



Can He Fix It? Yes, He Can! 

J eremiah Slaczka, 5th Cell's director, 
recently had an interview stating 
that his team is indeed commit- 
ted to developing innovative games. 
This seems to ring true, since they 
made the acclaimed Drawn To Life and 
this little wonder in particular called 
Lock's Quest. Lock's Quest is a result 
of the crossbreeding between browser 
favorite Desktop Tower Defenses, 
retro-tastic Rampart, and sprinklings of 
a JRPG (or the 3DO game The Horde if 
you want to be very obscure). You play 
Lock, an Archineer who has to stop the 
rising onslaught of mechanical robots 
called the Clockwork Army. 



Each stage starts with two phases: 
Build and Attack. The Build phase 
gives you about 3 minutes to set up 
your base and defenses. Apart from 
walls and gates of different materials, 
you also have turrets which can either 
hurt or alter the stats of enemies, 
traps which can only be used once per 
phase, and helper bots that act as an 
extra helping hand to your repairing 
and mobile attacking needs. 



When the timer runs out, you move on 
to the Attack phase, where enemies 
rush out in droves to destroy whatever 
objective you're guarding by any 
means necessary. Unlike the browser 



game mentioned above, you also 
control Lock in real-time instead of just 
watching how the action unfolds. Lock 
can attack enemies with his own brand 
of special attacks via touch-screen 
inputs and also repair his defenses 
should the need arises. 



"5th Cell 
has crafted 
something so 
unique for the 
DS tnat it's easy 
to pick up and 
play in snort 
spurts." 



To say that this mixture of genres is 
great is an understatement. 5th Cell 
has crafted something so unique for 
the DS that it's easy to pick up and 
play in short spurts. On a technical 
side, it’s amazing that the lush old- 
school 2D sprites of 30 Clockwork 
villains manage to run around the DS 
screen with 20 or so turrets firing in 
chaotic disorder while Lock is running 
around via the flick of your stylus 
with barely a trickle of slowdown 
anywhere. Speaking of villains, each 



enemy type has their own form 
and function: one of them is solely 
used to disable traps and attack 
from the air, but are weak to Lock's 
attacks, while one of them is a heavy 
bruiser that deals more damage to 
structures. Every arsenal, from your 
turrets to traps, will be used for each 
of the situations and each map needs 
to be studied to make sure players 
build efficiently. 



Not Just Another Brick In The Wall 

But it isn't to say that the experience 
of tower management is a bed of 
posies and sunshine. The game gets 
mercilessly tough as you past the 
30th day and beyond. Part of the 
challenge factor is also the inability 
to rotate the camera to see enemies 
hidden in corners from the game's 
viewpoint, which also hinders your 
attempt to place traps in certain 
spots you really want to place. As a 
side nitpick, the character portraits 
in the game range from average 
manga-mimicry to downright fugly. 
Lock's sister looks like a man in drag, 
if you must know. Lock himself is 
also a few hairspikes short of being a 
Playstation One stock RPG hero. 



Beyond these small faults, Lock's Quest 
needs to be on every DS owner's 
playlist, because it's not only a melting 



Doune Castle in Scotland is not only 
the best-preserved medieval castle of 
its ancestry(the 14th century) to date, it 
also is the 


major film 
location of 




the comedy 

classic 

Monty 

Python and ‘ 
the Holy 
Grail. I 
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Rock Band 2 



► GENRE RHYTHM 

► DEV HARMONIX 
►PUB EA 

► PLAYERS 1-4 (OFFLINE & ONLINE) 






Hello There, Ladies & Gentlemen 

I t has only been a year, and now 
there's already a sequel to Harmo- 
nix's best damn party game involving 
plastic instruments, kick-ass music, 
and color-matching social dynamics in 
gameplay right in your living room. It is 
true that Rock Band 2 feels more like 
a major update than the revolutionary 
change that its prequel was, but that 
doesn't mean that its "wow" factor is 
diminished in the slightest bit. 

For starters, you can set up your own 
playlist of any number of songs so 
you don't have to go back to the song 
selection screen when you finish a 
tune. Speaking of which, Harmonix 
certainly knows how to pick their 
songs, given that the staff are avid 
musicians rather than avid Guitar Hero 
players. With Bob Dylan, Elvis Costello, 
and even angry Canadian Alanis 
Morisette in the mix, there is always 
something for everyone, be it playing 
the guitar (Judas Priest and Megadeth), 
the bass(Red Hot Chili Peppers "Give 
It Away Now"), the drums (President 
Of The USA's "Lump"), or vocals 
(Beastie Boys "So Whatcha Want?" 
and System Of A Down's "Chop 
Suey" or those who want to hear how 



butchered/favorable the new Guns & 

Roses sound). If anyone can get perfect 
for Chop Suey on vocals and drums 
on Expert, I give them props. If you 
miss your old songs from Rock Band 
1 , you can upload most of them for a 
set fee of US$5 (price may vary here 
and if EA is willing to release part 2 in 
Asia, although that's unlikely since the 
first one only recently officially arrived 
on Singapore shores). And we haven't 
even gotten to the downloadable 
content yet, as they are accessed from 
the get go from the first game. 

"Speaking of 
which, Harmonix 
certainly knows 
how to pick 
their songs, 
given that the 
staff are avid 
musicians rather 
than avid Guitar 
Hero players." 



Challenge level-wise, it's about as fair 

as you can get for a music game. If 
you still have problems with drums, 
the Drum Trainer is there to help with 
rhythm and tempo training. However, 
Harmonix should have placed a bit 
more effort like a lesson plan or 
progress-tracking option, making this 
effort in training eager drum students a 
bit of a letdown. 

Gone is Solo Play, as it is now 
swallowed up by the World Tour Mode. 
You can go on the Tour alone, but why 
would you? You can invite three other 
people on board to rock your way to 
glory, as well as play with other people 
online. Switching band members will 
be the norm of the World Tour Mode, 
as the endless sets and the unlocking 
of the plethora of venues are in. A 
shame that you can't transfer your 
tooled-up character from Rock Band 1 
to this sequel though; that would have 
been sweet. 

Pump It Up 

Also new to the series is Challenge 
Mode and Weekly Band Battles. The 
former is an endurance test of a 
bunch of songs relative to each other 
(like an 80s mix or Oasis medley), and 



is somehow the only way to unlock 

the entire song list of Rock Band 
2 (barring the cheat code you can 
input on the Modify Game option). 
The latter is a daily online challenge 
pitting your band and another one to 
see who can get the most points in 
the game. 



If you're looking for a more updated 
take on the first game. Rock Band 2 
will definitely satisfy your earbuds and 
your penchant for rhythm games. If 
nothing else, this vast update will bring 
in more casual gamers and make the 
hardcore play Painkiller and Master 
Exploder over and over on Expert until 
their fingers and arms bleed. 



CB ON THE AXIS _ 

One of the items in Rock Band 2 made 
a cheeky knock on the pricing of the 
European version, VAT tax, shipping 
costs and all. Just qo to the Accessories 
tab on the Create A Character screen 
and search for the "UK Bandanna". 



states that it's 
been 8 months in 
the making? 




Wonder if they'll 
have a Singapore 
Bandanna which 
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Mercenaries 2: World In Flames 



Down In A Blaze Of... 

I f it's one thing we all love to watch 
repeatedly on public TV and YouTube 
videos, apart from skin, cats being 
ninjas and other humorous anecdotes, 
it‘s all-out destruction. We just love 
to see stuff blow up from a safe 
distance; we don't know why, but we 
just do. Pandemic knows this, as their 
release of Mercenaries three years ago 
proved that you can be set far apart 
from Grand Theft Auto if you make 
sure your engine allows for as much 
destructible environments as you can. 

Its sequel, subtitled World In Flames, 
is pretty much the same game, only 
this time you're placed in Venezuela 
controlling the same ragtag bunch 
of mercenaries from the previous 
game. As you pick one of them 
(each with slightly different perks), 
you are thrust into the hunt for 
Solano, the man who betrayed 
you during a contract, and to get 
revenge, you have to work with the 
many organizations ranging from a 
privatized oil-drilling company to a 



Junta group to get information on 
him. Yep, story isn't really a strong 
point here. 

"Coupled with 
many side 
missions littered 
for your time- 
killing pleasure, 
it's stupid fun." 

Everything in Mercenaries 2, when 
applied with enough force and 
enough firepower, can be blown up 
or destroyed. Say goodbye to the 
invincible lone palm tree in GTA IV, 
you can knock that SOB down with 
a tank or a fast-moving jeep. While 
limitations still poke their head around 
(which I'll get to shortly), to sum 
up the grandeur of Mercenaries 2's 
open-world design in the majority of 
the country you’re raining havoc onto 
is hard to do. Coupled with many side 



missions littered for your time-killing 
pleasure, it's stupid fun. 

I emphasize the word "stupid", 
because the enemy A.I here doesn't 
seem to do anything beyond bum- 
rushing you in a straight line with 
whatever you got, resulting in nothing 
more than a huge war (in the most 
literal sense possible) of attrition. 
While the big picture is indeed its 
environment, it would be nice if the 
enemies put up more of a fight and 
adapt more to your tactics. It's a little 
sad when enemies don't seem to 
dodge half the time when you employ 
the "set-explosives-on-a-jeep-then- 
jump-out" maneuver. And even if 



you botch up your tactics and your 
health goes down to 2 points, you 
can pretty much survive by waiting 
and moving around for a few seconds 
until you regenerate without the fear 
of enemies flushing you out at all. 

Set Up Us This Bomb 

The level design for the missions 
aren't any better either; when you're 
not dealing with arbitrary barriers 
like bushes and locked gates, you're 
dealing with a mansion that is only 
vulnerable in the back. And yes, 
the most clich&d of all action game 
conventions - Quick Time Events - are 
back, but at least it's done in a slightly 
innovative manner: you hijack tanks 
and helicopters instead of just dealing 
extra damage. 

While this really isn't the sequel that 
rises above its predecessor, the basic 
fun of open-worldness offered here 
at least warrants the title a brief run- 
through before repetition sets in. As 
pyro-effects go, it's a nice roasting red 
that flickers inconsistently. 



ON THE AXIS 



It should be noted ■ m*. — • 
that the Quick Time felKLjVtj 
Events are significantly \ jN 

harder when using the 
keyboard-and-mouse * 

option for the PC, J/MM 

as the indicators are ^ 

nothing more than & 

gray representations 
of your action. While you can plug in 
a controller, the aiming isn't as fast, 
resulting in a Catch-22 of sorts when it 
comes to PC gamers. 
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REVIEWS ROUND-UP 



This month, we take a gander at some retro-esque shooting. 



Bangai-0 Spirits 




P urists will remember Bangai-0 for the Nintendo 64 and 
Sega Dreamcast, a 2D shooter that blends in puzzles, 
mazes, and a lot of shooting into a classic mix. With the 
game being on the portable, it actually stacks up just fine. 

Next to using homing and bouncing lasers, you can mix and 
match most of your projectiles and your smart bombs (with its 
size and power being proportionate to the amount of enemy 
fire you are surrounded with) to form special bullets. Melee 
weapons are now added to the mix so you can reflect enemy 
shots and have crowd control of sorts, making the game a 
little more hectic than it should be. 

Some might wonder why the zany story of the first game is 
missing, but the shooting segments and puzzle-solving that 
makes Bangai-0 Spirits lovable is expanded further. While half 
of its new arsenal seems unnecessary, it is cool that you can 
make your own level to show off to your avid shooter fans. 

Verdict: Not as impactful as an arcade shooter, but its map- 
making scenario is enough to boost its longevity a bit further. 





Geometry Wars: 
Retro Evolved 2 

►GENRE 2D SHOOTER 
► PUB MICROSOFT 



The killer-app twin-stick shooter of the Xbox 360 
returns, with a plethora of modes to keep gamers 
obsessed with high scores (which is pretty much 
every gamer out there) occupied with its iridescent 
light show of vector-shaped enemies and bullets. 
Bizarre Creations opted to just add in more things on 
an already-perfect Robotron-esque gaming chassis. 



While Wave Mode and Sequence Mode are good 
tweaks on the existing formula, Pacifism Mode 
is an interesting beast: you are not allowed to 
shoot and the only way to kill off enemies such 
as Zippy Orange Triangle and Red Square is to fly 
through hoops as they appear, adding a dynamic 
which tests your agility, Perhaps the biggest 
addition is the ability to have three other people 
to play with on the same screen (competitively or 
cooperatively), adding more chaos to an already 
conflagration-filled paradigm. 



Verdict: You don't need to revamp an already 
successful formula; you just need to work out a 
few kinks and add in entertaining variations And 
four-player mode. 



Galaga Legions 




Form and roll out, as Namco follows suit with 
their next in reinventing the classics for the 
downloadable gaming scene. Instead of scrolling 
left and right shooting upwards upon waves of 
insect-like aliens, you control two satellites which 
can be repositioned via the right thumbstick to 
shoot sideways and downwards. The flanks and 
formations of said aliens are now telegraphed by 
streams of light and orange indicators that makes 
the aesthetic feel like a Saturday Night in MOS. 

Galaga Legions is tough, but due to slick controls 
and the ease of dropping off and positioning your 
satellites, it never feels like the game is being 
cheap You can also get enemy legions to join 
you if you shoot a certain power-up in time; a 
perennial twist that's the exact opposite of how 
you get extra firepower in the previous games. If 
you feel like the long-spanning Adventure mode 
isn't enough, you can upload your Score Mode 
total points onto online leaderboards. 

Verdict: Between this and the second Geometry 
Wars, it’s a toss-up. 




You would think that with six iterations of the 



series, they would have the Metal Slug series down 
to a science. Exclusive for the DS, Metal Slug 7 
took aspects of part 6 (the six characters and their 
abilities) and tossed around a bunch of uninspired 
designs. 

While Stage 3 is inventive with its vertical descent 
and switch-opening puzzles, the rest isn't as it 
should be. The backgrounds and settings for 
the first three stages are just drab and mostly 
underground, and the touch-screen map feature 
isn't really necessary: you don’t need navigational 
help for a run-and-gun where enemies are in plain 
sight. Worst of all, there isn’t any sign of Wi-Fi 
co-op: if Contra 4 did it, why not Metal Slug 7? 

At least it still keeps up with the tradition of huge 
sprite-tastic bosses and sparkles of new scenarios 
like controlling a huge mecha for the majority of 
Stage 6. 



Verdict: Part 7 is decent, but you're better off 
shelling out $30 for the collection. 






New Kid On The Block 



So You Wanna Be A Pirate... 




pveryooe's favourite 2D side-scrolling MMORPG game introduces a new Wa- 
Cvour to its menu of characters - it's gruff and tough but oh so irresistible all 
the same. Available in certain countries like Korea, Taiwan, Japan and China 
only, say ahoy to MapteSEA* new class, the Pirate! 



In the land where the Magicians can showcase their magic daws. Thieves can 
flaunt their stealth, Warriors can display their almighty strength and Hunters 
can amaze with their precision, where exactly does that leave the Pirate? Well, 
for those who adore the classes of both the Warrior and Thief and are always 
stuck in a dilemma of choosing one to play, this will be nothing short of fantas- 
tic news - the Pirate is essentially a hybrid of a Warrior and Thief, needing both 
strength and dexterity in order to utilize powers to the max. 



To make the job advancement as a Pirate, you will need to start off from 
I Maple Island and scale the level ladder first Gain experience points by de- 
feating monsters and completing quests, and it won't be long before you reach 
level 10. Be careful of where you attribute your points after each level up, be- 
cause you will need at least 20 points in dexterity (DEX) in order to be accepted 
into the Pirate class, so pump your points into strength (STR) and dexterity 
(DEX) accordingly and leave your intelligence (I NT) and luck at 4 or 5 points. 
When you have met all requirements, seek out Kyrin located in a submarine at 
Nautilus Port and ye are on yer way to say ‘ahoy, mate!' 



Unlike classes like Magicians and Warriors, where combat range is pretty much 
fixed to the job itself. 1 st job Pirates are given a choice to decide which kind of 
battle is suitable for them, be it long or short ranged. Once you are accepted 
into the Pirate class, you will be given Knuckles and a Gun loaded with 600 
bullets. Knuckles give you a close ranged combat experience as you will need 
to get close to the monster to inflict damage. This can spell a harsher time for 
leveling especially when your character level and HP points are lower in the 
beginning, as you would need to spend more time healing. Using Guns on the 
other hand, could be seen as an easier way to level, due to its long ranged 
nature, but could also mean you would have to spend a fortune on replacing 
bullets in the long run. The choice, young Pirate, is yours to make. 



What’s Your Specialty? 

\ A/hen you have grinded your way to level 30, you will have reached the 
V V next vital stage in your MapleStory adventure - 2nd job. Here, you get 
to specialize in your abilities. For those who enjoy using Knuckles to engage 
in short-ranged combat, the meeiee Infighter could be perfect for you. As 
you slay away and level up in this job, watch your HP and MP surpass that of 
Thieves and Warriors! Gunslingers are range characters and while they lack in 
the damage department, Gunslingers make up for field advantages with their 
speed and elemental skills. 



Like all other jobs, where you place your points can make a difference between 
a powerful Pirate, and a mediocre one. Infighters are strongly encouraged to 
pump their points into strength (STR) to inflict higher damage to mobs while 
Gunslingers might want to consider increasing their dexterity (DEX) points for 
greater accuracy on long-distance attacks. 



Upon reaching level 70, Pirates can move on to their third jobs. Depending 
on what you have chosen for your second job. Infighters will be 'promoted' to 
Buccaneers while Gunslingers will advance to become Valkyries. 




Improving Max HP Increase: Increases your Max HP more when leveling up and using A P on Max HP. 



Knuckle Mastery: Increases the mastery and accuracy of Knuckle weapons. 



M Knuckle Booster: Temporarily increases Knuckle's speed. Requires 5 points In Knuckle Mastery. 



MP Recovery: Consumes 10% of your maximum HP. A percentage of the HP consumed is regenerated Into MP. 



Skills Apart 

If clothes make the man, then skills make the fighter in MapleSEA. Check out what unique skills this new class has in store for you! 

1st Job 



2nd Job 





Backspin Blow: Stuns and damages multiple enemies behind you by quickly sliding backwards with an elbow. 



Uppercut: Stuns and damages the enemy by rapidly punching the enemy twice. 



Screw Punch: Rushes forward and punches multiple 



Oak Barrel: Disguises yourself by putting on an oak barrel to move without taking damage from monsters. 



Gunslinger 



Gun Mastery: Increases Mastery of Gun Weapons and increases Accuracy. 



Invisible Shot: The first bullet fired will go through a monster and attack another one behind It 



Throw a bomb by holding down the skill button. The longer you hold it down, the 
further it is tossed. Can be thrown in the air. 



Throwing Bomb: 



Backstep Shot: Fires a shot, using the recoil to make the player jump back. Can be used in the air. 



3rd Job 




|Rj}J Energy Charge: When attacking, a small amount of energy is charged. When fully charged, you can use other Energy skills. 
Energy Buster: Attacks nearby enemies with a burst of energy. This skill can only be used with fully-charged Energy. 

H e..,.., nroir.- Attacks nearby enemies using Energy. Some of the damage dealt is restored to you. This skill can only be used with 

tnergy urain. fully . charged Enefg y. 

■ _ . Changes the user into a glowing golden form. When Transformed, your STR, defenses, and movement abilities are increased. 

Transform: However, only a few skills can be used: Shockwave. Knuckle Booster. Energy Buster. Energy Drain. Maple Hero, Hero's Will. 
Wind Booster and Time Leap. 

Shockwave’ By slamm ' n 9 a ,h ® ground, nearby enemies are damaged through the vibrations. This skill can only be used while 

£«k! ' Transformed. 



Triple Fire: Fires three bullets rapidly with greater power than Double Fire. 



Octopus: Summons an Octopus to attack enemies with a jet of Ink. 



Gaviota: Summons a seagull trained to drop bombs on enemies. 



Fire Burner - Uses a Blaze Capsule to set enemies on fire, causing them 
‘ to take damage over time. 



Cooling Effect: Uses a Glaze Capsule to freeze enemies. 



Homing: Marks an enemy for focused attacks 



Set 



www.MapleSEA.com 



now! 



sail 



for 



adventure 



at 



new 



Stun Mastery: Gives a small chance of getting a Critical Hit when attacking a stunned monster. 




▲ 



'.STRIDER 



Arcade/ Seg Muyecifivt'; 



We dust off an old game and see If it's fit for revival 







j ■ . R 

C apcom's Strider was originally created for the arcades in 1 989, a fact I learned a few years after I bought the Sega 
Megadrive version. It accompanied other coin-munching hits like 1941 and Forgotten Worlds. Strider puts you in the 
shoes of the ninja assassin Hiryu, out to defeat the evil emperor Grand Master Meio from dominating the world with his 
cohorts. Hiryu traverses across the continent, from a downtown mirror-version of Russia, to the Third Moon, the base of opera- 
tions for Meio, split into 5 levels of action and intensity. 

Hiryu himself was perfection in terms of control. He could easily slide, jump, cling onto walls, and wielded one of the coolest 
weapons in videogaming existence: the Cipher. A plasma blade of sorts, one swipe of Hiryu's sole arsenal could slice most 
enemies in half, as well as emitting a very cool "Zhing" sound effect. He displayed a combined agile effort of jumping, 
climbing, hanging on surfaces and attacking at the same time. The fact that his jump cannot change directions mid-way also 
made players think before they go nuts. 

The enemies you meet are indeed plentiful as well. You've got soldiers with guns, rabid wolves, African tribal warriors with 
boomerangs, robots straight out of the pages of the "ED-209 handbook, triceratops and Godzilla rip-offs. As if that weren't 
enough, each boss character you encounter is unique. When was the last time you saw the whole cabinet of senators and 
ministers merge to form one big robo-centipede wielding a sickle and hammer while shooting bullets at you from its body 
parts? Or the last time you had to fight in a gravity-reversing airship and confronting the Gravity Core itself, and THEN secure a 
getaway as it goes down in flames? If that isn't diversity back in the day, I don't know what is. 



■ Mi W AT HAPPEN fiO? 

Faded into obscurity after the dismal Strider 2 by U.S Gold, the franchise laid 
dormant until it came back in the Marvel VS Capcom series as a playable character. 
A revamp of the series was a no-brainer on Capcom's part, and thus, the REAL 
Strider 2 was born. The sequel mixes up 2D gameplay with 3D backgrounds for an 
all-intense and fast-paced action. After that, well, that's it. 

■< • MOW TO BfflMO i, (AMAIN)? 

Sega did a remake on the Shinobi series on the PS2, so why not Capcom do the 
same for Strider? This can go either one of two ways: 

A Current-Gen Re-Imagining: Again, to bring up Shinobi, action should happen 
every few seconds in every corner of the level. Whether you'll be slashing enemies 
left and right or just jumping around, avoiding the collapsing debris of a giant 
airship breaking down, it has to be diverse. 





XBLA Download: 2D remakes with 3D graphics is the safest route most 
developers take to revive their franchises. Case in point: Konami's Dracula X 
and Capcom's Megaman X revamp for the PSP. Not only did they bring back 
the 2D platforming in a portable form, they also changed the level layout 
and structure to make it fresh for those who played their previous iterations 
countless times 



Regardless of the format, one thing should be clear: Strider must be easy to control 
and fast to play. Following the mindset of the recent Bionic Commando: Rearmed, 
you’ve got to make sure the trademark tools play an essential role in everything he 
does, from level design to environmental hazards. In Strider's case, levels should 
be arranged and designed to take advantage of Hiryu's guile; short bursts of 
platforming and free-running while swinging the blade mid-air on unsuspecting 
foes is the basic mindset the designers should have. 



You also need other methods to attack enemies, all the while placing the cipher as 
the main tool. Designers can try out many variations of the timeless weapon, like 
a discus cipher which flies like a huge buzzsaw, or a cipher which throws waves 
of blades on the ground upon doing a stabbing motion downwards. The robot 
panther and the circling robots should make an appearance as support partners, 
making options limitless in this theoretical remake. 

7^ "'Hi' 



52 • OCTOBER 2008 



Copyrighted mat 






1 




CAPTAIN! 



There’s a class fer every 
JOB ADVANCEMENT, 
there’s an “ARRRRRRRR” 
for every pirate! 

Attain your pirattitude, 
yer gonna brrrrrrring 
some rrrrrright up to 
MapleStory! 



I NEXDN 



up your advancement 
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Fight the pirate life, 
release your inner 
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COMMENTARY 



THE COLUMN 

[ 



No Holds Barred 



Every month, GAXU writers share a piece of their minds. You have been warned! 



WORDS CALEB CHEW 




iRock, U Rock, 
Wii Rock 
Together! 



The lead singer of Rock Band 2 is 
basically tone deaf. His rendition of 
Man in the Box sounds more mega- 
fail than Megadeth, but he doesn't 
really care. He's hooked. Addicted. 

And the only other real video game 
he has ever played is Bejeweled. 

This is, truly, music to the ears of 
an entire industry that has been 
struggling since the iPod first took 
over the world. 

Games such as Guitar Hero and 
Rock Band have shown that music 
and gaming can go hand in hand, 
and that the suits aren't ashamed 
to exploit it. What they have failed 
to realize is that before these Holy 
Grail(s), gamers have been enjoying 
music & rhythm games since kingdom 
come: games such as Beatmania, 
Dance Dance Revolution and Para 
Para Paradaisu. 

At this year's E3 summit, nearly every 
company present was releasing or 
announcing some form of music 
game that would take both hands and 
your toes to count (and play): MTV & 
Harmonix's Rock Band 2. Activision's 
Guitar Hero World Tour, Nintendo's 
Wii Music, Microsoft's Lips, Konami's 
Rock Revolution and Disney Interactive 
Studio's Ultimate Band. OK, maybe 5 
fingers and a thumb would do it. 

Is this a glimpse of things to come? 

DLC Killed the Radio Star 

In 2007, the revenue from Guitar Hero 
and Rock Band made US$ 1 00 million 



"In 2007, the 
revenue from 
Guitar Hero 
and Rock Band 
made US$100 
million more 
than all digital 
music download 
services 
combined." 

more than all digital music download 
services combined according to the 
NPD and Nielsen Soundscan's data. 
That puts the round figure at about 
US$935 million, or, I don't know, 70 
million CDs? If those numbers are 
anything to go by, we're talking about 
a billion dollar industry over here. And 
multi-multi-multi-platinum songs. 

Such astonishing numbers give a 
whole new dimension to the music 
industry as much as it does for 
gaming as a collective whole. Like 
predecessors MTV and iTunes, video 
games are no longer just another 
platform for listening to music, but 
has evolved to become a new channel 
for music distribution itself. 

DLC, or downloadable content, opens 
up lucrative opportunities by allowing 
your favorite music to be delivered 
straight into your console, right here, 
right now. The battle-cry would no 



longer be “Listen to it first, Here” or 
"Watch it first, Here" but it's now 
"Play it first. Here". 

For those who are quick on their feet, 
the potential for commercial success 
is practically right there ripe for the 
picking. MTV, case-in-example, had a 
deal in 2007 to release the first single 
from Metallica's latest album through 
Rock Band, exclusively. 

Can Video Games Save the Music? 

And the wheel has come full circle: 
Radio and TV both have had their time. 
Now, it's the video game's turn. Let's 
all take a step back and look at this 
objectively - all this number crunching 
is moot unless it means something: 

1 . A billion dollars worth of consumer 
dollars have been spent singing, 
jamming and rocking out on Rock 
Band and Guitar Hero (and that 
number is still growing, I might add). 

2. People are actually purchasing 
songs/albums/tracks/tunes to let rip 
on these games that they otherwise 
wouldn't listen to. 

3. The band Dragonforce shot from 
the relative unknown to almost 
instant superstardom thanks to 
Guitar Hero Ill's final unlockable track 
Through the Fire and Flames. And 
listening to Aerosmith is suddenly 
cool again. 

4. Warner Music thinks that royalties 
paid to them for licensing tracks on 
these games are below their true 



value and will not license music to 
these games unless they are paid 
accordingly. 

5. We shall not speculate on the 
Euros or Greenbacks or Yusof Ishaks 
changing hands, but whatever the 
case, it is still a darn lot of money 
that is going into the respective 
coffers of the various music labels 
that would have otherwise gone 
elsewhere. Like Hollywood. 

6. Pirates are left stranded in the 
docks as playable songs released for 
DLC are not subjected to piracy (not 
that I know of yet anyway). More 
money to Warner and friends! 

But don't be mistaken, for video 
games aren't going to revolutionize 
the way we listen to music yet. Do 
they offer a whole new generation 
a refreshing way to access and enjoy 
music? Undeniably, Yes. In fact music 
games today are mirror-images of 
what MTV was to Gen-X back in the 
'80s. And like MTV, these games will 
undoubtedly fatten the cattle for both 
the gaming and music industries. 

But will the next Rock Band 
incarnation be the answer to the woes 
of the entire music industry? That is 
one hefty burden to shoulder and 
its still early days yet. And until they 
figure out how one can fit Guitar Hero 
into one's jogging schedule, or the 
car's stereo, video games will remain 
just that - a niche market that has only 
expanded its waistline ever so slightly 
to welcome more into our world, e 
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CONTESTPAGE 






Payne Movie I 



Includes: 

• Beanie, worth $50 

• Wallet, worth $80 

• Baseball Cap. worth $60 
Max Payne Notepad worth $40 

• Max Payne Movie Poster 
worth $50 



Send m your completed contest form pasted on the back of an envelope/postcard to 

Block 20 Ayer Rajah Crescent, Technopreneur Centre #09-14. S pore 139964 by Oct 31 , 2008. 



Max Payne Movie Hampers 

You should give me that awesome hamper because... 



; Name: • 

; Email Address: j 

; Contact Number: j 

[Send in your completed contest form pasted on the back of an envelope/postcard to j 

Video Games Live Autographed 
Timbuk2 Classic Messenger 



This is a one of a kind collectible every gamer worth his salt would die for, 
so we're not going to make this easy. You've got to really prove that you 
deserve this piece of gaming memorabilia. 



Video Games Live Autographed Tlmbuk2 Classic Messenger 

Name the FIVE video game composers/producers that have signed this bag ; 

(Hints can be found m this issue ot GAXU and on www gameaxis com) 

1 . | 



Name: 

Email Address: _ 
Contact Number: 



x Max 



The pain was unbearable. The 
wait, excruciating. He reached 
out desperately, arms flailing, 
to grab at. nothing. Silence. 
Darkness. Quiet. The emptiness 
was deafening. 

Time slows to a crawl, seemingly 
to stop He sees a flicker of 
light from the corner of his eye. 
Hope. Almost there. It has been 5 
years since we've last seen him 
Welcome back, Max, 



To celebrate his return, we're 
handing out not one, not two. 
but Fifteen Max Payne movie 
hampers! This is your best chance 
yet to grab some swag, courtesy 
of the good guys at Twentieth 
Century Fox. Yep. all you have to 
do is tell us, in 50 words or less, 
why we should give it to you. 



TM & © 2008 TWENTIETH CENTURY FOX FILM CORPORATION. 
ALL RIGHTS RESERVED. 



Yep. you read that right: Not only are wey giving away an Timbuk2 
Messenger bag. which alone is already worth well over S$100, we're giving 
away a L33T collectible Timbuk2 Messenger bag that has been signed and 
autographed by the Video Games Live crew as well as some of the biggest 
composers in video game music. 



Experience Video Games Live as if you were there! Hear the music vibrate 
from the very fibers of this awesome bag with state-of-the-art-sound- 
retention capabilities (use your imagination). Smell the sweat and tears of 
hundreds of video game fans as you run your fingers through the threads of 
the bag, feeling each signature curve. 
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ESSENTIALREADINGS 




I 1 '"'' 1 i 



“David Fincher, 
director of Fight 
Club and Se7en, has 
signed on to direct 
the movie adaptation 
of Torso.” 



Torso: A True Crime Graphic Novel 



Torso was first published from October 1998 to 
September 1999 as a 6 issue mini-series by Image 
comics: it was then collected into a graphic novel 
in 2001. 

Torso is the true-crime story of Eliot Ness, the man 
who put away Al Capone and the Mob in Chicago 
Now eager to pursue his fame and political 
ambitions, he accepts a position as Cleveland's 
new Safety Director. Unfortunately for Ness, a 
string of mutilated bodies show up. headless and 
limbless, driving Cleveland into a frenzy as citizens 
fear for their lives: forcing an unwilling Ness into a 
vow to catch 'The Torso Killer'. 

Bendis' return to the noir graphic novel sees him 
revisiting the backdrop of Cleveland. This time. 
Bendis draws his story from Cleveland's past in 
The Torso Killer'. Cleveland's Jack the Ripper, 
one of America's first serial killers: and, like Jack 
the Ripper, a case that is unsolved to this day. 
Using a photo collage of actual crime scene 
photographs. Bendis weaves together the facts 
with his own interpretations, theories and themes 
to create an intriguing and original story. More 
than just a crime story. Torso is incredibly smart: 
Bendis is able to create a story with different 
levels and true depth. 



As more bodies are found, and Ness gets closer 
to catching the killer, it becomes obvious that 
the darkness in Cleveland runs deeper than 
one insane executioner. The political powers in 
Cleveland are hiding something too. and they 
start to feel threatened as Ness' investigation 
draws closer to them. The actual murderer 
becomes unimportant as each side ends up 
trying to use him for their own gains. In the 
end. The Torso Killer' merely becomes a tool; 
catching him is no longer about justice. The 
political powers use him to mock Ness in his 
inability to solve the case On the other hand, 
Ness knows that if he can bring the killer in. the 
press coverage would turn him into a public 
hero, catapulting him onto the political stage; if 
not. his political dreams could be over. There are 
no heroes in Torso, no-one wins and. ultimately, 
Bendis paints everyone as a victim. 

David Fincher, director of Fight Club and Se7en, has 
signed on to direct the movie adaptation of Torso. 

Bendis won the 1999 Eisner Award for 'Comic Book 
Excellence. Talent Deserving of Wider Recognition" 
for Torso, and it turns out to have been quite 
prophetic that he did - a mere two years later, he 
was writing Daredevil for Marvel 



61 • OCTOBER 2008 



Copyrighted material 










“His lighting, close- 
ups and paneling 
are reminiscent of 
a movie; perhaps 
something by 
Tarantino or 
Christopher Nolan: 
dark, dangerous 



A.K.A. Goldfish 



One of Bendis' earliest works A.K.A. Goldfish was 
a 5 issue mini-series, originally published by Caliber 
Comics in 1994, Each issue was named after a 
playing card: Jack, Queen, King. Ace. and Joker. 
The entire series was collected and published 
as a graphic novel by Image comics in 2001 and 
singularly renamed Goldfish. 

A K A. Goldfish is a noir crime tale, telling the story 
of David Gold, a con man specializing in card 
games, using the pseudonym Goldfish. After a ten 
year absence. Gold returns to Cleveland, Ohio (the 
setting of all of Bendis' earlier works, and also his 
home town). Gold is looking for his son, Billy, who's 
being raised by Lauren Bacall, the boy's mother 
and Gold's ex-girlfriend Lauren, however, has made 
some moves in the decade Gold's been away She's 
now the owner of Club Cinderella, a nightclub, 
casino and brothel, and also the de-facto boss of 
the entire criminal underworld in Cleveland. 

Written, and yes even illustrated, by Bendis. 
his complete creative control over Goldfish is 
obvious. His trademark dialog and writing is 
there, just as polished then as it is now. His 
characters are sassy, individual, and to his credit, 
he never veers into the caricatures or corniness 



other writers in this genre have been guilty of. 

His artwork also comes as a pleasant surprise 
Much like his writing. Bendis has a very distinct 
and personal art style. He paints surroundings 
only every couple of pages, but each is carefully 
selected, blasted into the memory - like a dark 
room, occasionally lit by lightning flashes. His 
lighting, close-ups and paneling are reminiscent 
of a movie; perhaps something by Tarantino or 
Christopher Nolan: dark, dangerous and edgy. He 
draws his characters simply and realistically, gritty 
everymen. each one of them a different shade of 
black; literally and figuratively. A stark comparison 
to the bright, spandex- wearing, do-gooder 
superheroes he finds himself working with today. 

This is the comic that gave Bendis his big break 
into the mainstream. Spawn's Todd McFarlane got 
hold of a copy, and offered Bendis a job based 
solely on the strength of A K A. Goldfish. This 
turned into Sam & Twitch, a twenty issue series 
about two NYPD detectives, set in the gritty New 
York of the Spawn Universe 

Around the same time. Bendis was working on a 
series that would net him the first of his five industry 
Eisner Awards. 
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Brian Michael Bendis seems to be 
everywhere these days. The man is quite 
possibly the most famous comic book 
celebritwar auraP lteuch a thing exists. 

Jurned a sinking 
X at its 
onic $iven 
i bit like that super- 
villain of DC lore. Lex Luther. Penning 
at one point or another, the storylines 
and dialog for Ultimate Spiderman, New 
Avengers, Daredevil, Ultimate Marvel, 
Team Up, and with his fingers in most \f 
the remaining pies that make up the rest 
of Marvel's lineup, Bendis is at the top of 
the game. So what was he doing before 
he was Marvel's golden goose? He's 
known for his great writing and dialog, so 
it probably doesn’t come as much of a 
shock to find out he had his roots in the 
noble art of noir graphic novels. 
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I ard-boiled crime drama returns to the big 
screen this month with Max Payne, the movie 
adaptation of the noir-inspired video game of 
1 the same name. Other than a sudden spate of people 
around the office wearing fedoras and narrating their 
own life, this means interest in the crime graphic novel 
is on the risaagain. The genre has been experiencing 
a surge of pdbularity due, in part, to thp r^ent success 
of the movie Adaptation of Frank Miller's jgSrQAy series. 

t writers^jdirtists Ti 
prise Jabhow many of tfi 
their hand at it at one point or another. In f 
happens that a certain prematurely bald youncfin?} 
madeHTtsTirsTToray into the genre, before going on to 
become one of the biggest names in Comic books. . . 
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MUSICBOX 



A Very Special Video Games Live Concert 




Video Games Live held two special concerts during NVISION 08 on the 25th and 26th of August 2008. Special not 
only because this is THE most successful concert in the world featuring music compositions from video games, 
but also special because the NVISION 08 performance featured various game music industry composers and 
producers who were right there in the crowd itself. People like Jack Wall, whose game compositions include music 
in Mass Effect, Jade Empire, and Myst, Jason Hayes, who’s responsible for the haunting themes in all Blizzard 
games from Starcraft, to Diablo, to World of Warcraft, and Christopher Tin (Civilization IV) among others. 

Catering to sold out concerts all over the world since 2005, Video Games Live (VGL) continued to amaze with its 
repertoire of classics and greats in the gaming world. The NVISION 08 VGL concert started with some old school 
tunes and familiar sounds out from the golden age of gaming such as Tetris, Pong, Pac Man and Dragon’s Lair to 
get the crowd moving. That’s right, move over Beethoven, we’ve got our own timeless classics that play just as well 
on a symphony orchestra. The concert then moved on into high gear with compositions from the Sid Meier’s Civili- 
zation, Halo, Final Fantasy, and Metal Gear Solid series of games. This NVISION 08 VGL concert was also the first 
time that music from Crysis is played in the US. The world premier of Cysis music was performed in Europe during 
the recent Leipzig Games Convention. Besides these tunes, the crowd also got their first taste of ALL of Blizzard’s 
new games, with music from World of Warcraft: Wrath of the Lich King, Diablo 3 and Starcraft 2. Talk about a way to 
hype up a game. 

During the second half of the concert, Video Games Live welcomed a special guest star onto the stage to perform 
his Internet smash hit. If you’ve lived anywhere during the YouTube era (and not under a rock all these years), you 
would definitely have seen or at least heard of The Blindfolded Mario Pianist or The Video Game Pianist as he is 
called now, Martin Leung. Martin came on stage to perform with the orchestra as well as his famous blindfolded 
solo of Super Mario Bros, themes. 

Besides the concert performance, Video Games Live at NVISION 08 was also an interactive experience with 
creator Tommy Tallarico on stage hosting the concert and running a few live competitions with the crowd. One of 
them involving a Guitar Hero: Aerosmith shootout, with the GH champ playing Sweet Emotion on Expert against 
Tallarico’s real guitar rendition, and one with real live Space Invaders action. 

Truly, each Video Games Live concert is unique in its own way and is an experience not to be missed if you are 
ever in town to catch it. Singapore is actually one of the stops for the Video Games Live 2009 tour next year, so 
watch out for it. 
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The High Chancellor Of Rumours 1 L 33Tometer 

In this day and age of tired and exhausted musical 
experimentation, "creative" minds are quick to jump at 
any opportunity to recycle neglected and forgotten genres 
of yesteryear. Shoegazing, folk, riot grrrl. Britpop... what 
style of nu-<insert genre here> do you want to try today 9 




Sometimes subtle shifts in semantics are used, other times 
the revised conventions are just plain blatant: nu-folk, 
nu-house, nu-rave or even (gasp), nu-rock? Shoegazing 
becomes stargazing, and no, not in the romantic setting 
either; or maybe, just simply (you guessed it) nu-gazing. 
And there are others, still, that might be beyond any 
reasonable point of salvation. In this case, we still get shit. 

Or nu-shit. 



So. before we go all crazy on the name game, or the blame game for the 
matter, let's examine what are some of our options for revivals this year before 
Santa turns up with an unexpected prize this winter - to better prepare 
ourselves for the shock, or horror, I say 

With the honor of being the European Capital of Culture, will we see a new 
influx of Merseybeat experimentation? Or could we look to their neighbors for 
Madchester United maybe? What about grunge or skunk rock 9 Nu-grunge. 
nu-skunk, or maybe, just simply, scrunge? Will we see a return to “classy" acid 
jazz perhaps? Will the new generation of angry females spark a demand for the 
return of riot grrrls in roaring support of Hilary? 

If I were to wager, my money’s on disco. Not the Bollywood-esque Grease 
Lightnings and Saturday Night Travolta-fever mind you, but the more euphoric 
electro-dance riffs from Paradise Garage. Oh. but Madonna and Kylie already 
did that. My bad. 





Time Machine 

Following the footsteps of the recent trend of 
rediscovering ancient Beatles tracks buried under 
the shed of some forgotten backyard. David Bowie's 
early rendition of Mocking Bird is now available for 
listen on Last.fm. 



Free Music? 

Metallica have made yet another track Death 
Magnetic available to listen to on the Metallica 
website. Whether they'll follow the army of “free 
music bands" and make it available for free 
download remains to be seen though. 







100 Million Reasons for iPhone 

Snow Patrol are to pioneer a new interactive application 
for the iPhone and iPod Touch with their new album A 
Hundred Million Suns The album will be the first to utilize 
the multimedia capabilities of iPhone. 



SuperSonic Future 

Sonic Youth marked the final show ever to be 
played at Brooklyn’s outdoor McCarren Pool venue 
by opening with two brand new songs. Signs of a 
new Sonic Youth album in the horizon? Oh yeah! 



Jfc 



Riot Grrrl 

Usher is planning for an intimate "ladies only” gig for his 
One Night Stand tour in support of his latest album Here 
l Stand. For the men fans amongst us, maybe its time to 
stage a Riot Grrrr! 

WTS: Elvis Presley 

Elvis Presley's fingerprints are among a host of 
memorabilia up for auction in London. If this is 
anything to go by. maybe we can finally access 
his secret stash of private music collection on his 
biometric laptop. 

Whacko Baywatch 

Michael Jackson and Pamela Anderson have allegedly 
been meeting up for secret dates at the Shutters 
Hotel. Malibu Beach. One can only wonder what the — - 
pair really have in common, besides the obvious. Ao 

Say No To Drugs 

At the rate we re going, this is going to become a fixed 
item in this column. Pete Doherty was hit with a drug 
overdose just prior to his gig in Austria. Once again, say 
no to drugs kids. 
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Take a kitchen sink and throw 
it at the record, said Oasis' 
Noel Gallaaher. and throw the 
kitchen sink they did. Heading 
back to their stripped down 
rock roots, the album boasts 
tracks like The Shock of the 
Lightning that has already 
been hogging airtime on 
radio stations well before the 
release of their album. Don't 
judge this album by their 
earlier works for you'll be in 
for a pleasant surprise! 

If You Must Download Only One: 

The Shock of the Lightning 



If you loved The Postal 
Service, buy this album 
already. If you don't 
- well, Plushgun manages 
to recreate a sound that is 
part electronic, part poprock 
and an entirely new musical 
experience. With tracks like 
Just Impolite featured on 
the web series We Need 
Girlfriends, it isn't surprising 
that Plushgun boasts a 
modest following of hardcore 
fans from all corners of the 
world. 

If You Must Download Only One: 

How We Roll 



Nevertheless 

In the Making 

★ ★★ 



The sound of the band 
has been compared with 
everything from pop to punk 
to rock, not that those 3 often 
agree with each other often. 
Nevertheless, Nevertheless 
is a band which is unique in 
its own right, and going by 
In The Making, rightfully so. 
With a delightful mix of upbeat 
tracks like Sleeping In to the 
more melancholic Augustine, 
you will find something you 
love. 

If You Must Download Only One: 
Augustine 



Deas Vail 

White Lights EP 

★ ★★★ 



Deas Vail was a band I didn't 
care much for when I first 
heard All The Houses Look 
The Same back in early 2007. 
But this was before White 
Lights; and upon closer 
examination you begin to 
realize that there is something 
deeper hiding beneath their 
music. White Lights is the 
story of a girl's struggles 
against tough circumstances, 
and if you identify with that, 
you'll love Deas Vail. 

If You Must Download Only One: 

Last Place 



The Classic Crime 

The Silver Cord 

★★★★ 



If pop hooks and emo-rock 
isn't your cup of tea, The 
Classic Crime will round 
up our reviews with its hard 
rock. Scream! Smash your 
guitars! And beneath all that 
angst lies the main theme of 
the album: struggling with 
painful issues such as drugs 
and alcoholism. But isn't sex, 
drugs and rock 'n roll what 
these bands are all about? 
Well, listen to The Silver Cord 
and rediscover rock in a 
whole new light. 

If You Must Download Only One: 
Abracadavers 
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Scream Like You Mean It 

Ahh... October, that magical time of the year where horror movie fans flock to the theaters; and everybody else hides at home until it's safe to 
come out from behind the couch again. Not to worry though - L33T has your scary movie fix covered, as well as something to watch afterward 
so you don't have to go to sleep with the light on. 



Blindness 

rsr 16 OCT 2008 



Pineapple Express 

rsr 16 OCT 2008 



"In a world gone blind, what if you were 
the only person who could see?" 

Blindness is a dramatic thriller based 
on the 1995 novel of the same name. 
The story follows society's descent 
into pandemonium after being struck 
by a mysterious epidemic that causes 
instant blindness. Julianne Moore plays 
a woman whose sight is unaffected, 
and therefore acts as an witness to 
the chaos descending around her. She 
keeps her sight a secret so she can 
stay with and care for her husband, 
but struggles with the overwhelming 
responsibility she knows her sight 
gives her. The movie was filmed in 
both Sao Paulo and Toronto, because 
the makers wanted the city to have 
a generic anywhere-ness to it. both 
familiar and slightly foreign, conveying 
the feeling that this story could be 
happening anywhere in the world. 

None of the characters are named 
as well, adding to the surreal, almost 
nightmare-like feeling of the city. 
Blindness is a haunting thriller that will 
keep you thinking long after it's over. 



"Put this in your pipe and smoke it.” 

Seth Rogan seems to be everywhere 
these days. He's back with Superbad 
co-writer, Evan Goldberg, for this 
buddy-buddy comedy movie. Rogan 
plays Stoner pot-head Dale Denton 
who, when visiting his dealer Saul 
(James Franco), to pick up a stash of 
the ultra-rare Pineapple Express strain 
of marijuana, witnesses a crooked 
cop commit a murder. In a panic. Dale 
ditches his weed at the scene and runs 
for it. Unfortunately, Dale finds out that 
Pineapple Express is so rare that if the 
cop finds the abandoned blunt, he'll 
be able to trace it back to both Dale 
and Saul. Hi-jinx ensues as they try to 
escape town with everyone hot on their 
heels. Definitely one to catch if you 
love nerd humor - Pineapple Express 
is packed with movie references, 
including the obligatory 300 quotes 
during one fight scene. 



Saw V 

| "Sr 30 OCT 2008 



"His message is righteous. " 

The ever-popular Saw franchise returns 
for another round of death traps and 
twist endings. Defying the odds and 
his own death in the 3rd movie, Tobin 
Bell returns as Jigsaw, while David 
Hackl, production designer from Saw 

II, III and IV, takes over directing duties. 
Saw V will be one for the fans, drawing 
much of its material from elements 
hinted at in previous installations, and 
you'll enjoy it a lot more if you can 
recognize the references. Unanswered 
questions from earlier movies, such as 
what happened to Corbett - the trapped 
daughter of the main victims in Saw 

III, should be answered. The film also 
promises to finally tell us the origins 
of Billy - Jigsaw's little puppet of death 
- and the importance of his tricycle, 
presumably beyond just making 

him look cute, or depending on your 
viewpoint, really creepy. You'll also see 
elements returning from the first two 
movies thematically, such as teamwork 
based traps. 

Expect buckets of blood. 
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Marigold 
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"There's something about Marigold." 

Ali Larter of Heroes fame, stars as 
dubious B-list American actress. 
Marigold Lexton, who has just landed 
a part in the dubiously named ‘Kama 
Sutra 3' and arrived in India for the 
film's production. The problem is, the 
film has been canceled. Stranded with 
a one-way ticket, and unable to speak 
the language, she lands a minor role in 
a Bollywood production to try and earn 
her plane ticket home. Unfortunately. 
Marigold isn't the greatest thing to ever 
happen to dancing, so she gets help 
from Prem. the film's choreographer, 
played by Salman Khan. As you 
might have seen coming, the two 
end up falling for each other. The 
problem is. he's already betrothed 
to someone else, and tradition gets 
in the way. Apparently, these kinds 
of plots are what make up nine out 
of ten Bollywood movies, so you're 
not missing out on anything much. 
Released a year ago internationally. 
Marigold is only now coming to our 
shores. 
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movie. 



Ben Stiller is Tugg Speedman, an 
aging action star, looking for a hit 
after his last action flick, Scorcher VI, 
somehow failed to draw in the crowds 
like its predecessors Scorcher I - V. 
Speedman's last attempt to prove his 
acting skills flopped big time when 
he. in an obvious and desperate 
attempt to secure an Oscar, played 
a retarded farmhand who thinks 
animals can understand him in 
Simple Jack. Now, in the role of 
Vietnam War hero John "Four Leaf" 
Tayback, whose memoirs form the 
basis of Tropic Thunder, the movie 
they're making within the movie might 
be Tugg's last shot at proving himself 
as a legitimate actor. Jack Black 
is Jeff Portnoy, a successful comic 
known for his The Fatties series, the 
last of which was the hilariously titled 
Fatties: Fart Two. His entire career 
up to this point has been established 
on gross-out comedy; territory not 
entirely unfamiliar to Black himself 
Portnoy is trying to gain credibility 
as a serious actor and break away 
from being typecast Robert Downey 
Jr. plays Oscar winning actor. Kirk 
Lazarus, a blue-eyed, blond haired 
Australian known for his method 
acting. Taking method to the next 
level, he undergoes radical skin 
pigmentation treatment to allow 
him to play Sgt. Osiris, an African- 
American soldier. This endlessly 
irritates real African-American. 

Alpa Chino, played by Brandon 
T. Jackson, a rap superstar who's 
trying to cross-over into movies. 
Reminding Lazarus that he's actually 
a white Australian guy results in 



Lazarus informing him he intends to 
stay in character “until I've done the 
DVD commentary." Wet behind the 
ears actor, Jay Baruschel rounds off 
the cast, playing wet behind the ears 
actor Kevin Sandusky. 

The plot has Speedman, Portnoy. 
Lazarus, Chino and Sandusky 
setting out to make the biggest, most 
expensive war movie, ever. However, 
thanks to their fooling around, a 
4 million dollar explosion goes off 
without any cameras recording it. 
Threatened by studio executives in 
LA with shutting down production, 
and a suggestion from the real John 
“Four Leaf Tayback, (played by 
a crazy looking Nick Nolte), who's 
serving as a technical advisor on 
the movie, the director decides to 
drop the cast deep into the jungle 
for some Blair Witch style hidden- 
camera shooting, in an attempt to 
capture some real fear and emotion. 
That’s when they encounter Tran - a 
pint-sized drug dealing warlord - his 
heroin cartel, The Flaming Dragons, 
and their very real guns. Mistaking 
the actors for Federal agents. The 
Flaming Dragons capture Speedman, 
sparing his life only because, against 
all odds, they recognize him as the 
star of Simple Jack - the only VHS 
they own. They think Speedman is 
actually Jack and force him to act 
out the entire movie, Tran demanding 
“more stupid" as he whips Speedman 
repeatedly. In a hilarious jab at the 
slew of thoughtful-thinking movies 
that are released just before Oscar 
season, Downey's Lazarus critiques 



Speedman's acting, offering up the 
sagely advice that, the really big 
stars “never go full retard" when 
playing such roles. 

$150 Million Dollars, 

All Of Hollywood and 
One Pregnant Water 
Buffalo Cater... 

Tropic Thunder is based on 20 years 
of Stiller's experience in the business; 
his initial inspiration for the movie 
came in 1987 while he was filming for 
his small part in Steven Spielberg's 
Empire of the Sun. Stiller recalls, “At 
that time all my actor friends were 
doing Vietnam films like 'Platoon' and 
"Hamburger Hill" and going off to 
fake boot camps for two weeks. Then 
during interviews they would say, 

‘This boot camp was the most intense 
thing I have ever experienced in my 
entire life and we really bonded as a 
unit and a group.' It was funny to me 
that actors were talking about this 
incredibly intense experience when 
in reality it was nothing like being a 
soldier and going to war. That sort 
of self-important, self-involved thing 
seemed funny to me; I just couldn’t 
figure a way to make that into a 



Stiller waited until he did know 
how to make that into a movie, 
incorporating not just his actor 
friends but everyone else in 
Hollywood: executives, producers, 
lackeys, die-hard fans - nobody 
gets left out in this satirical jab-fest. 
Not only that, but by waiting until 
now, Stiller's ability to command a 



big Hollywood budget, rumored at 
USDS 150 million gave the movie the 
production scale it needed to fully 
pull off the industry busting satire. 
The movie successfully portrays an 
excessive Hollywood production 
movie by basically... being an 
excessive Hollywood production 
movie. To further capture the 
authentic feel of a serious War 
movie, the entire cast and crew 
were relocated to the 32-mile wide 
island of Kauai, used in filming on 
South Pacific and Jurassic Park. No 
expense was spared, even going as 
far as transporting Bertha (a water 
buffalo Jack Black's character rides 
and who wound up becoming the 
crew’s mascot) all the way from 
Texas to Kauai on a special plane. 
“One day the trainer called us and 
said, ’Oh, by the way, Bertha can't 
work because when we showed up 
at the corral this morning, she had a 
calf. " recalls producer Eric McLeod. 
"We didn't know she was pregnant. 
No one knew she was pregnant. 
Bertha having this baby was 
definitely kind of a humorous morale 
booster for everyone." In honor 
of Jack Black, the animal trainer 
named Bertha's baby “Little Jack." 

If Jack Black riding a pregnant water 
buffalo through a Hawaiian jungle, 
while Robert Downey Jr. plays a 
white Australian man playing a black 
American man isn't enough incentive 
for you. this is the movie that knocked 
The Dark Knight off the number 1 
spot in the US. What more praise do 
you need? 



“The movie successful Jy 
portrays an excessive 



Hollywood production movio by 
basically.. .being an excessive 
Hollywood b reduction movie"* 
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S ometimes you just want a movie that’s pure enter- 
tainment, something that will appeal to your basest 
funny-bone instincts, maybe something with Robert 
Downey Jr. playing a black guy - is that so much to ask? 
Fortunately, Tropic Thunder delivers on all three. Ben 
Stiller's first return to triple duty directing/producing/acting 
since Zoolander, sees him playing a struggling actor trying 
to recapture his earlier box office success. Sound famil- 
iar? Actually, a prime example of the kind of wit and smart 
self-depreciating humor you can expect from this movie, 
the entire cast play Hollywood stereotypes that more than 
vaguely resemble their own careers. 



“It was funny to me that actors 
were talking about this incredibly 
intense experience when in 
reality it was nothing like being a 
soldier and going to war. That sort 
of self-important, self-involved 
thing seemed funny to me; I just 
couldn't figure a way to make that 
into a movie.” - Stiller 
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Max Game 

Movies are always 
belter when you 
understand everything 
that's going on; 
the back-story, the 
context, the trivia, the 
history, the subject 
it draws on. For Max 
Payne, that means 
revisiting the game. 

Seven years ago in 
2001, Max Payne, 
a noir-themed third 
person shooter game 
developed by Finnish 
company Remedy 
Entertainment, was 
released for the PC 
Xbox and Playstation 
2. The game follows 
Max Payne, a New 
York cop who returns 
home one night to 
find his wife and baby 
daughter murdered; 
killed by some 
junkies high on a new 
super-drug called 

Valkyr. Three years later, Max has joined the DEA, and he and his friend 
and fellow DEA Agent Alex Balder go undercover in the Mafia to get to the 
roots of the Valkyr trafficking in New York. However, things go wrong; Alex is 
killed, and Max is framed for his murder. Now the prime suspect in a murder 
investigation, Max takes things into his own hands, Max hunts down the man 
responsible for Valkyr distribution. After killing him, he meets Mona Sax, a 
woman with her own agenda, and who later turns out to have a major role in 
the franchise. 

Finding out the Mafia was just a pawn in Valkyr trafficking. Max goes after 
a higher power - the Aesir Corporation. He confronts Nicole Horne. CEO of 
Aesir, who tells him his wife found out about the Valkyr project - a secret drug 
originally intended for the military to increase stamina in soldiers - and was 
killed for it. 

Horne runs to board a waiting helicopter, but Max is able to shoot the wires 
off the roof antennae, bringing it crashing down on top of the helicopter 
before Horne can escape. 

Max Payne 2: The Fall of Max Payne, picks up the story two years after the 
events of the first game, while having a more generic Russian mob plot, 
it gave a larger focus on Max and Mona Sax's relationship. Players got to 
switch between playing Max and Mona, fleshing out their stories. The game 
was dubbed "A Film Noir Love Story" 




Valhalla and Back 

Something that made Max Payne stand out was the depth and thought put 
into the game. Here was something genuinely smart; not just another run of 
the mill shooting game. Many games take inspiration from Norse mythology, 
but most follow the same fantasy-style warrior path. Too Human being the 
most recent example. Max Payne drew on Norse Mythology like none before, 
or since. The drug Valkyr is named after the Valkyries, warrior women that take 
you to the afterlife, but there are more subtle references and themes that you 
might have missed. Max himself wears a Sun cross pendant, the symbol of the 
chief Norse god Odin, known for his prowess in battle. Most of the characters 
in the game are also significantly named after Norse characters and give a 
clue as to who they are and what they represent. The chief villain in the game 
is the Aesir Corporation, the Aesir being the pantheon of Norse Gods, which 
represents the power they hold over New York with their Valkyr, while the 
headquarters of their Inner Circle is the Asgard Building, home of the Norse 
Gods. The secret network used by the creators of Valkyr is called Yggdrasil, 
after the great world tree. 



♦ 




It's Pronounced Nwaah 

One of the coolest things about Max Payne was the Film Noir, graphic novel 
style art direction and narration. It gave the game a stylized and classy look, 
feel and sound that became instantly recognizable. French for “black film" 
Film Noir became popular in Hollywood during the 1940's U.S, depression, 
Noir was characterized by low key lighting, stark black and white imagery 
and a dark undertone; oft driven by a crime story featuring a cynical male 
protagonist, a femme fatale and multiple flashbacks with heavy dramatic 
voiceover narration. This fit perfectly with Max Payne’s story. It helped add 
to the surreal feeling of Max's life, where the line between dream and reality, 
insanity and sanity, became blurred. At one point, Max even references this in 
a dream hallucination. 

“The truth was a burning green 
crack through my brain. Weapon 
statistics hanging in the air, 
glimpsed out of the corner of 
my eye. Endless repetition of 
the act of shooting, time slowing 
down to show off my moves. 

The paranoid feel of someone 
controlling my every step. I was 
in a computer game. Funny as 
Hell, it was the most horrible 
thing I could think of.” 
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Valkyr was supposed to be a maiden that would lift 
you to a warrior’s heaven. Instead, it had turned out 
to be a one-way demon ride to hell. 



characters, and non-gamers don't like 
the. quite often, out of place gaming 
portions of the movie. Max Payne 
might just be different, though. Based 
on the events of the games, which 
themselves takes their plot straight 
out of a graphic novel or 1940's crime 
movie, it can be translated almost 
completely intact to the big screen. 

The other big problem with game 
movies tends to be a fairly B-list cast, 
most of them more likely to be on 
the receiving end of a Daytime Soap 
Award than an Oscar. Much of this 
has to do with game-movies not being 
seen as a serious career choice for 
an actor, resulting in an automatic 
pass as soon as the words based 
on the game' are mentioned. Even 
Mark Wahlberg, the titular star of Max 
Payne, almost passed on the project. 
Speaking in San Diego at Comic-Con 
this year, he said. 

" They knew I wouldn't have even 
read if they told me it was based on 
a video game. But I read the script 
and thought "wow, this is a great 
script and a great character ' And 
then after seeing the game. I realized 
this is the most elaborate story that 



I 've ever seen from a video game. 
Really, there's a lot going on. It's a very 
intricate story. " 

Fortunately, Wahlberg did read, 
because what he brings to the project 
is legitimate acting chops and life 
experience. Having been nominated 
for best supporting actor for his role in 
The Departed. Wahlberg has already 
demonstrated his ability to portray a 
character struggling internally between 
a conflict of emotions and his own 
conscience. Max Payne needs to be 
more than just a vigilante with a gun. 
and Wahlberg. no stranger to inner 
demons himself (Mark spent 45 days 
in jail in the 1980's), should be able to 
bring us inside the psyche of Max 

Three times Emmy award winning 
actor Beau Bridges most famous for 
his role as Major General Hank Landry 
from Stargate SG-1. will play Max's 
mentor B.B. Hensley; while That '70's 
Show star, Mila Kunis and rapper 
Chris "Ludacris" Bridges round out 
the cast. Scoff if you will, but you might 
be surprised at how these last two are 
able to raise their acting game to cope 
with the grittiness and overall tone of 
the movie. 



The question that's been on 
everyone's lips from the moment 
the teaser trailer was first unveiled 
is "what are those demon winged 
things flying around, pulling 
people out of buildings? I don’t 
remember the game having flying 
demon things" Don't you? Actually, 
consider it artistic interpretation. 
Although, it's true, the game didn't 
have 'flying demon things’, it 
did draw a lot of its themes and 
overtones from Norse mythology. 
Besides the many character and 
place names, the entire game 
takes place at night during a 
never ending snow storm; a subtle 
reference to the Norse concept of 
Ragnarok, the end of the world, 
where the world is swallowed in 
endless darkness and snow. In 
the game, the snow and darkness 
reflect Max and everyone else's 
mental state - unhinged and 
unstable throughout, constantly on 
painkillers or drugged up; for Max 
and most of the other characters, 
they're going through the end of 
the world. The movie takes a more 
obvious and, let's face it, cooler 



method of doing the same thing. 

It's still Ragnarok. but they've 
raised the bar. The character's 
demons become personified 
and are given life: the Valkyries. 
Visually, it portrays the concept 
of psychological nightmare a lot 
better than mere darkness and 
snow would have. 

The other big change from the 
game that's drawn a lot of attention 
is the Teen rating the movie has 
been given - a big difference from 
the M rating of the game So if you 
were expecting a gore fest, you're 
going to be disappointed. In fact, 
the movie is largely bloodless. 

"But that's great man!" insists 
Ludacris. “It just means the video 
game fans, and the adults, can all 
go see it." Ludacris seems to be 
implying that 'video game fans' 
are children, but the movie is by 
no means a kid’s movie. The dark 
overtones of the game remain 
and, honestly, huge showers of 
blood spurting everywhere would 
distract from the somber and 
thoughtful visuals. 



They were all dead. The final gunshot was an 
exclamation mark to everything that had led to this 
point. I released my finger from the trigger. And then 
it was all over. 



One gets the feeling that this could 
be the movie that does for game 
movies what Spiderman did for 
comic book movies. Certainly, 
the potential is there and. unlike 
Resident Evil and Silent Hill, it's 
not going to be compared to 
anything else of its genre because, 
quite frankly, there is nothing else 
like Max Payne. You can see the 
love that has been put into this 



production; the visuals and set 
design are all top notch. No corners 
have been cut, nor anything held 
back in the making of this movie, 
as has happened in the past with 
game-movies. Wahlberg has even 
stated that Max "is my favorite role 
so far". In the words of Director 
John Moore, "It's not minimum 
Payne, it's not medium Payne, it's 
Max Payne." 



JH| “It’s not 
■ minimum 
Pf Payne, it’s 
T 7 not medium 
* Payne, it’s 
» ’ Max Payne.” 



■ I 
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MAX PAYNE 



“Having been 
nominated for best 
supporting actor for his 
role in The Departed, 
Wahlberg has already 
demonstrated his ability 
to portray a character 
struggling internally 
between a conflict of 
emotidns andjiis own 
H conscience.” 

lit . 



I don't know about angels, 
men wings 

T he truth was a burning green 
crack througn my brain A 
giant man lumped in slow 
motion dodging a hail of outlets 
as hundreds watched, impassive 
shoving popcorn into their mouths 
My mouth was dry. like a barren 
well, arid and lifeless. I reached 
out my hand and found a cup 
full of syrupy, sweet poison Ahh 
Refreshing The revelation hit me 
like a brick in the face, painful 



but it's fear that gives 

and unnecessary I was watching 
a game-movie Funny as Hel! it 
wasn t the most horrible thing I 
coulc think of 

This montn Max Payne makes it 
:o :he big screen, which inevitably 
nears two things Firstly, endless 
comparisons between the video 
game and the movie and. secondly, 
an overdose of Film Noir style 
writing from people like yours truly. 



...like too many fallen soldiers, broken and forgotten, 
left for dead and unremembered. 



Ever since the days of the Super 
Mario Bros and Street Fighter movies, 
game movies haven't really delivered 
honestly, for the most part they've 
been well stinkers (Umm. the first 
Mortal Kombat pretty much rocked 
- Ed) So far. the most successful 
and. subsequently, most commonly 
made game-movies have all been 
in the horror genre This is mostly 
because a larger crowd outside of 
the gaming population gets drawn in 



and. hence, Silent Hill and Resident 
Evil both enjoyed some success 
in the cinemas Movies based on 
platformers or fighters don’t really 
work because the writers have to 
take liberties with the script to make it 
interesting, whilst also trying to remain 
true to the game. This inevitably 
fails because, in trying to tick both 
columns, they end up disappointing 
everyone: Gamers don't like the 
liberties taken with their favorite 
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Parallel Processing for the Masses 



If Adam Savage and Jamie Hyneman from the MythBusters have anything to say about it (Yes, NVIDIA even managed to get them to show up in person to 
bust a myth' for the convention), GPU parallel processing via giant 1.100 barrel paint ball gun is now proven to be able paint the Mona Lisa better, faster and 
more impressively than a CPU. A little contrived, and some may think that the MythBusters sold out' to the NVIDIA corporate machine, but this is the extent of 
high profile showcases of visual computing we got to see at NVISION. 




Was NVISION 08 a success? NVIDIA seems to think so. They estimated 
an attendance of 10,000 people and very nearly hit the mark with an 
official tally of about 9,200 at the end of the conference. This is a very 
respectable number for their very first conference. There were a lot of fun 
activities for the public attendees to pop by and be entertained, you didn't 
necessarily have to even understand what NVIDIA was doing, what parallel 
processing is, or what GPU general purpose coding is all about to attend 
the conference. As NVIDIA billed it. it was 'a great big visual computing 
show'. With 24-hour LAN parties, concerts, and movies going on, NVISION 
08 was pretty much a digital pop-culture carnival on the outside, while the 
real agenda and technology conferences were held in closed doors. 

NVISION 08 was a mix between the seriousness of IDF and the fun of a 
games convention, but No. Roy Taylor, NVISION 08 was and should not be 
the new E3. In fact, NVIDIA shouldn't even try to label it as such. They have 
spent a whole lot of effort into portraying themselves as a visual computing 
company instead of just graphics cards and games, and it should stay that 
way. The big question is, NVISION 08 was clearly an effort to drum this fact 
into the industry and now that they've made their point, and with much flair I 
must say, what will NVISION 09 be like? 

"NVISION 08 was a mix between 
the seriousness of IDF and the 
fun of a games convention." 



See You 
Next Year! 



nvision o? 







4k 
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NVIDIA CUDA GPU 

General Purpo.. Parallel Computln, Procwor 
100's of Processors 
1 Teraflops - 1 .000 times Cray X-MP 



NVIDIA CEO Jen-Hsun Huang says CUDA is the future of the GPU. 



Serious Business 

It may actually seem strange 
that a large part of the talks and 
exhibitions at NVISION was focused 
at general visual computing 
technologies and research, and 
not directly linked to NVIDIA's own 
graphics technologies. How did 
NVIDIA tie in all these seemingly 
unrelated industries into it's core 
business? The answer, and the 
underlying focus of NVISION 08 is 
CUDA (Compute Unified Device 
Architecture), NVIDIA's attempt 
at general purpose computing by 
way of GPU parallel processing 
and Tesla, their High Performance 
Computing GPU platform. The 
concepts of CUDA and Tesla are 
similar to what rivals AMD/ATI have 
been developing on their GPGPU 
and FireStream processors. NVIDIA 
is banking on wide support for 
CUDA and a head start before 
AMD's Fusion and Intel's Larrabee 
technologies see the light of day. 
Compared to both. NVIDIA’s 
current generation GPU processors 
(GeForce 8-series and above), 
and drivers are already taking full 
advantage of CUDA development. 
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"NVIDIA CUDA technology is the world's only C language environment that enables programmers 
and developers to write software to solve complex computational problems in a fraction of the time 
by tapping into the many-core parallel processing power of GPUs.” - NVIDIA 



The CPU has always been the one to look at for compute intensive calculations, and if you’ve 
traditionally been WOWed’ over how fast an Intel Core 2 is over a Pentium 4, or have drooled 
over that sick Core 2 Quad in Cinebench or TMPGEnc, your head will explode at what any old 
S$70 GeForce 8400/8500 can do in the same scenario with CUDA enabled apps. 



Early CUDA demos from NVIDIA consisted of really boring stuff like Folding@home, similar to 
what ATI/AMD had shown when they announced their GPGPU. Do we really care of Folding® 
home runs 20/30x faster than the competition? What does it really mean for us consumers at 
home and our everyday applications? 



The CPU wars may very well be at the end of its time, and so begins the GPGPU wars. And in 
this realm, NVIDIA now has the lead. For how long? That remains to be seen, but competing 
products are only scheduled to appear about a year or two away, and that gives NVIDIA time to 
establish its foothold. 



NVIDIA CUDA: The Competition 



-AmJ} G-f(rf0/jSP-OO'K+ 

One of the first consumer GPGPU solutions available, but have not had much commercial 
success, or news. Developments continue to advance in the background, but AMD's Brook+/ 
Close-to-the-Metal (CTM) technologies, while having C-like syntax, have been seen as less 
compatible with industry standards. While recently announcing extensive SDK updates to 
improve industry standards API compatibility and enhanced C/C++ support, many analysts 
predict that AMD GPGPU technology will only take off in the 2009/2010 time frame, when 
DirectX 1 1 , OpenCL and the Fusion processor arrives. 



l^xct i-A^e--A£,ee 

The Big Kahuna of the microprocessor world, Intel has taken notice of the developments in 
the GPU, and while they have always developed graphics chipsets through the GMA lineup, 
Intel has never seriously looked into competing at high-end graphics... till now With GPGPU 
technologies encroaching its territory in general and high performance computing. Intel 
developed the Larrabee hybrid GPU as its ace up the sleeve. Taking the GPGPU concept 
further. Larrabee will be a multi-core, fully programmable, parallel processing GPU with an x86 
instruction set. so programming CPU tasks are no different from, well., a CPU. You can read 
more about Larrabee at www.hardwarezone.com 



why you should be excited 










' <4 
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And. since NVIDIA is still best 
known for its graphics cards, 
gamers were also in for a treat 
with some major attractions and 
world's firsts. Besides the few 
technology and game showcases. 
NVIDIA actually managed to court 
the Electronic Sports World Cup 
(ESWC) to hold the international 
championship finals during the 
conference in San Jose, the first 
time it has ever been held outside 
of France. NVISION also hosted 
the successful attempt at setting a 
new Guinness World Record for the 
longest non-stop BYOC (Bring Your 
Own Computer) LAN party. This 
feat was achieved with more than 
200 public participants playing on 
a LAN over the course of 36 hours, 
and will be one of the first entries 
into the Guinness World Records 
Gamers Edition 2009 book. 



Key gaming eve 



s and features at Nv 
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Referred to as the Super Bowl of gaming, the 
2008 ESWC Finals marked the first time the 
competition is held away from its home in Paris, 
France, Games contended over three days were 
Counter-Strike. WarCraft III: The Frozen Throne. 
Quake 3, Trackmania Nations and Defense of the 
Ancients (DotA), Team Zenith of Singapore won 
the Gold for DotA 
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A very special Video Games Live concert held at 
NVISION. Why VGL? Not only does it celebrate 
the culture of video games, the concert itself is of 
musical genius and visual effects galore. Check 
out our Video Games Live coverage in Musicbox 
this month. 
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9 NVIDIA, CPU Magazine 

■'i*. \ and Moders-lnc.com 

{ joined up for a case 

modding competition that 
o | was practically open to 

all attendees of NVISION 
08. All you had to do 

s — was register and bring 

your case mod down for judging. The ad 
hoc and open basis of the competition 
saw some really out of this world mods all 
around the LAN hall. 



vjoP-LJ) 
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36 hours. 200 



i u ell — I gamers, one 

LAN party. This was the new record set at 
NVISION 08. and will officially be in the book of 
Guinness World Records Gamer's Edition 2009. 
Congratulations to all participants, who can now 
claim to be world record holders, each and every 
one of them. Will NVISION 09 try to break its own 
record? Only time will tell. 



3J) £T€P-€o£cof \ C 
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Among some of the new upcoming NVIDIA 
technologies is the 3D stereo gaming corner, 
featuring the newest NVIDIA 3D hardware, 
and never seen before 3D-ready 120Hz LCD 
monitors from ViewSonic and 73-inch DLP 
HDTVs from Mitsubishi. We got to try out most 
new games in 3D glory, including Spore, 



"TP® ± 'L ^vASe-ffNi-6 - 

; r-:^ £ Machinima and 

"S Demoscene 

w showcase and 

* * ' T competitions were 

— i held here, with some 

great real-time digital art renders being 
put up on display. As with the whole of 
NVISION, the demo competition is open 
category with 24-hrs BYOC areas. 



"NVISION also hosted the 
successful attempt at setting a 
new Guinness World Record for 
the longest non-stop LAN party." 
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Unlike most technology conference keynotes, NVISION hOJ 
and-tell session where guests talked about their experience 
In general in their line of work. 



irj^of a show- 
;u» computing 



Hotshot NASCAR race driver (perhaps not known particularly 
in this part of the world) Kyle Busch appeared to present a 
sportsman's view on how visual technologies helped him and 
his team keep ahead of the competition, and how simulation 
'games’ are fast becoming as real as the real thing. 



CILCCnS CoLLInS-S 

"Space, the final frontier". Not for visual computing. Former space 
shuttle commander Eileen Collins spoke on how space missions 
have gotten a lot less complex, from needing to read and 
comprehend Matrix-like data screens to actually having graphics 
today. What, you thought they have HUDs like Star Trek? 



CEO of Dassault Systemes, Charles showed how his 
company's industrial design modeling and simulation 
technologies can accurately design and test true to life 
prototypes products from cars to planes virtually, without the 
need for any physical model built. 



Copyright* 



J€'F J F 

No. 43 in 2008 TIME Magazine's 100 Most Influential People 
in The World, Jeff Han is a pioneer of multi-touch-sensing 
technology, Han came to NVISION and brought down the house 
with a Minority Report-styled multi-touch input presentation so 
fluid and smooth, the only thing we can say is “We want one". 



We got to hear how visual 
computing has impacted the 
movie industry and how it is like 
working alongside CG from actress 
Tricia Heifer, space travel and 
navigation from NASA space 
shuttle commander Eileen Collins 
(retired), sports from NASCAR 
champ Kyle Busch, technology 
from multi-touch guru Jeff Han, and 
next generation social networking 
from Nurien Software's upcoming 
3D online social game. Oddly 
enough, video game icon and 
Oddworld creator Lome Lanning 
spoke at length not about the much 
rumored Oddworld sequel, or his 
movie projects, but about digital 
artistry; how improving graphics 
technology impacts digital artwork 
and the dynamics of exploring 
digital art properties and materials. 
Surreal stuff for sure. 
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More memorable for her role in Battlestar Galactica (BSG) as 
Cylon Model Number Six, Heifer also appeared alongside BSG 
co-star Grace Park in Command & Conquer 3 as General Kilian 
Qatar of the Nod. While admittedly not a gamer herself, she does 
know what she's talking about acting with CG most of her career. 






Game designer, voice actor and film maker all rolled into one. 
Lanning is best known for creating the Oddworld video game 
series. Starting off with a cutscene from the upcoming Beyond 
Good and Evil 2 game. Lanning's NVISION presentation 
veered away from gaming into the evolution of digital art forms 
supported by visual computing technologies. 



JB ,022 -ALJ^IkS 

While not actually part of the keynote presentations, Buzz 
Aldrin was there in person for the world premier of the 3D 
animated movie Fly Me To The Moon, where Aldrin plays 
himself. Singaporeans will get to see Fly Me To The Moon in 
November during the 3DX Film Festival. 







NVISION was an effort to bring into the spotlight the importance of graphics 
technologies in today's world. And I'm not talking about what the latest 
GeForce card can do for your game or movie. I'm talking about everything 
that relies on graphics, and that's really just about everything today - from 
games, to film, to art. to music, to design, to science, and the list goes on. 
Hence, the term Visual Computing. 

When was the last time you looked at a movie and wondered what 
technology was used to create the CG effects you're looking at? How about 
the real-time screen overlays and information you see on sports channels? In 
fact, we're a generation of people who are comfortable with technology, and 
we pride ourselves for knowing what a green screen is. but do we ever think 
of the advancements in technology behind making that green screen work? 
Every tech freak visiting www.hardwarezone.com would be familiar with the 
specifications of the latest graphics chipset, down to its millions of transistors 
and pixel pumping capacity, but how many really care to know what else 
can be done with the chip besides playing games at a higher resolution with 
more frames per second? Nope? Well, to tell you the truth, neither did I. 

A Celebration of all Things Video 
and Graphics 

What NVIDIA set out to do with NVISION was basically to spread a message 
That message is "We're important' . and they spared no expense in driving 
it across. This was the reason NVISION was a smogasbord of celebrities, 
famous people and events. During the two core keynote speeches by NVIDIA 
CEO Jen-Hsun Huang and local TV personality Scott Budman. the majority 
of the topics were really personality interviews and presentations from the 
various industries on how graphics play the most important role in their work. 
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CONVENTION CENTEF 



SAN JOSE MCENERY 
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What is Visual Computing? 

f there was any way to describe NVIDIA's 
naugural NVISION tech show held in San Jose last 
month in a sentence, that would be it. As a tech conference, 

NVISION was unlike Intel's Developer Forum (which revolves around 
Intel technology enablement). As a tech show, it was also distinctively 
different from other major shows such as CES, or Computex. As a tech 
entertainment convention, 1 personally wouldn't put it in the same 






* space as E3, whatever NVIDIA says. NVISION wasn't only about new 

technologies, nor was it about new products. So, just what is this 
" \ ■ \ Great Big Visual Computing Show that's gotten the heart of 

Silicon Valley all abuzz over the week 25th to 27th August? 



V7 L33T- OCTOBER 2008 






VX 




FIND 



National day rally 



Baby bonus 



FIND 



$1 .6b baby perks 
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Parent perks 
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Maternity leave 
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Tha Naw Paper - August 27. 2008 

...THEY may not need it. but now that they have six children, movie stars Brad Pitt and 
the baby bonus in France Jolie. 33. gave birth to twins Knox and Vivienne on July 12 
tour children Three 

Baby Bonus has not taken flight? 

TODAYonm* - 21 hour* ago 

. jobs, but Divisional Vice-President Cabin Crew Operations Singapore Airlines urn 
Enhanced Baby Bonus Scheme, and on behalf of some of my colleagues, would like 
of Singapore Airlines (SIA... 

Baby - and bigger bonus 

Tha Naw Papar . August 21. 2008 

two days) earlier to help with the baby The couple will also enjoy more financial pert 
baby bonus they will now get an extra $1 ...will get up to S6.000 in their baby's Childre 

Baby perks start now 

AsaOna - August 22. 2008 

Government has decided to extend the qualifying date tor the Baby Bonus and other 
enhanced Marriage and Parenthood media conference on 19 Aug 2008 In terms of tt 
measures in the enhanced M&P Package, such.. 

Baby perks start now 

Tha Strait* T«r»» . August 22. 2008 

...month of maternity leave a bigger Baby Bonus and fatter tax benefits, among other 
incr eased Baby Bonus And for no apparent reason to Augl 7 Payment of the enham 
be made only... 




News 

Get the latest on the Lion City. Whatever you're 
looking for in Singapore. 



rednano.sg 

Where your search ends 
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AMD YET. THOUGHT WE KNOW HOT WHY. 



SO rr ENDS THEN. A pm - WE ARE 
WONDERS OF TECHNOLOGY. AND All 
WE CAN DO IS SHOOT EACH OTHER. 



/SAVE THE SERMON. THING \ 
IS. YOU RE NO LONGER WHAT 
YOU USED TO BE. HECK EVEN 
THAT SKINNY WHITE KID FROM 
VINE BIG N HAS YOU BEAT. / 



I WATCHED YOU ^ 
GROW FROM A 
WIMPY LITTLE RUNT. 

I STILL REMEMBER 
YOU THEN. All 
CHUNKY AND DARKER 



YOU RE PATHETIC EVEN WITH MY 
RED RINGS. I STILL MANAGED 
TO STEAL YOUR FANTASY GIRL 
FROM RIGHT UNDER YOUR 
NOSE NOW I'M PUTTING YOU 
s. OUT OF YOUR MISERY ^ 



THE GAMEAXIS TEAM PRESENTS 



WORDS AND PICTURES l£ON RYAN DESIGN SHERLYYN YAP 



urn mi. 



hJ 



rr tSHT EASY BONG ON TOR MY OLD MAN USED TO SAY THAT ONCE YOU GET THEBE. 
THEBES NO WHERE ELSE TO GO BUT DOWN. I LAUGHED AT HIM THEN. BUT NOW. 



as A VICIOUS WORLD OUT THEBE AND EVERYONE WANTS TO GET YOU.^m 
HNfnFkvT „ ( SO. YOU RE FINALLY HERE 



YES. AND I'M SURE YOU 
KNOW WHY 



ALL THIS FIGHTING - SOME PEOP\£ DONT EVEN KNOW WHY THEYBE FIGHTING ANYMORE 



-■ 
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Spring Roll aka Popiah' at Chinese Recipes I Cooking Tips I Good Eats 
a t a Popiah Tag Chinese Food, Chinese reape egg roll lurmp jicama popiah spnng roll Chicle 
(5)- Spnng Onion a k a Popiah ' SHRIMP ana 

•ww Mincoons conv6)sprmg-ioli-pop»ahi - 302561: 

Mw r^suffs from »vw.siTCgo*s.«>ni 
Crispy popiah stall Review - lEatClub 

United Kingdom (18) Cnsp, popiah stall Posted try Low Chun Kheun 09. 2008 11 00PM Cnspy popu 
happen to go ikano turn nght and you will find a popiah stail Not bad Worth trying 

www leatciub com/cnsp. popiah stail 7‘lVft.iew fitm - 175531: 

More results from wo t ieaifluii.tam 



Popiah • estaurant Directory GoodPood SG (BET/ 

WhatYe these 7) Hal . Home Popiah Spring roll Popiah is a n.nese dial e l literal for • 'omi 
Categories Chinese, Popiah, Laksa, Peranakan Nonya Located 

-ww .J'-" ..jr.-.o.J gip -pi .'I. 21962k 

Mote results from www aopdfood sa 

Joo Chiat - 1* w av Guan Huat Traditional Popiah Skin - My Tory 

Traditional Popiah Skin F-om MyStory Jump AIMmyOuanHiMt watch how popiah 

should This place is popular wrthpoptah sellers because thepoptah skins j 



Web 

Anything and everything about popiah. Whatever 
you're looking for in Singapore. 



rednano.sg 

Where your search ends 
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But like all things created equal, some things 
are created more equal than the rest. Not that 
we're complaining. I mean with specs like 
those above - if that isn't enough to make you 
go weak in the knees and feel funny all over. I 
don't know what will. And to prove our point, we 
decided to throw everything we could at it. 



Warhammer Online: Age of Reckoning on DX10 
was smooth as silk on the machine: the load 
times were practically non-existent (well, about 
5 seconds, tops) and the FPS stable. It was 
significantly faster than our own modest rig 
which was running a Q9450 2.66GHz. a single 
8800 Ultra and Windows XP. 



And for those who are more inclined towards 
graphs and numbers: the beast posted modest 
7783 GPU and 12121 CPU scores on the latest 
3DMark Vantage. 



But is the XPS 730 a good buy? Well, honestly, 

I would think so. I mean, all that money spent 
on Cheetos and Corona's would be money 
well spent on the XPS instead. IF you can't be 
half-arsed to DIY your own gaming rig. And 
before you go ahead and spend all that money 
you've saved up for a rainy day. do take note 
that customizing the XPS 730 to be similar to 
the one we got will set your bank balance back 
by a whopping SS9000! And all that dough 
won't even get you the 27" monitor to boot too 
(we could only find a 24-incher on the Dell 
Singapore site). 



Standard Configuration 
o Intel® Core™2 Quad Processor Q9400 (2.66GHz) 

O Genuine Windows Vista® Home Premium 
O 2GB DDR2 SDRAM 

O Dell 1 ** E228WFP 22 "Widescreen Flat Panel Monitor 
O 500GB Hard Drive 
O 16X Max DVD Burner 

O 512MB PCIe™x16 NVIDIA® GeForce® 9800 GT 
O Dell™ A525 Stereo Speakers with Subwoofer 
*3 1-Year XPS Premier Service with 1-year CompleteCover 



Yeah, yeah, the title gave it all away. But by 
golly, this thing is frigginormous. And once we 
realized what gift the gods have bestowed upon 
our humble abode, it didn't take 2 seconds for 
us to coax the Godzilla to come out and play. 



And half the office along with it. 



Like kids on Christmas morning, we had to fight 
tooth and nail to get first dibs on the behemoth. 
And unwrapping the monster was no mean feat 
in itself - it must weigh like 20kg or something! 



Size does matter. 



Boasting an Intel Core 2 Extreme QX9650 
3.0GHz processor. 4GB of 1333MHz RAM. 
a pair of NVIDIA GeForce 8800 Ultras in SLI. 
a DVD burner, a Blu-Ray drive, a 27.1" Dell 
monitor, and two 1TB hard disks in RAID 1. 
there is absolutely nothing subtle about the XPS 
730; including its massive fans that growl like 
a well-oiled Ferrari, and its flashy red LEDs all 
over the casing. 



Above all. Dell's promise of "experiencing 
extreme gaming at a whole new level with the 
best of the best" with the XPS 730 is no bull... if 
you print money. 



Piooably the fastest computer you II 



gaffing 



WORDS CALEB CHEW 



DELL XPS 730 OESKEOP 

T his one was a shocker. When the boxes 
first arrived at the door, we were none the 
wiser as to what monster could possibly 
reside in that gigantonormous box. A server 
rack? A mini portable air-conditioner? A nuclear 
reactor (yay)? 



Probably the last computer you'll ever see 
when the Missus sees the price tag. 
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BIUBGOOGh KISER 
ViRGUaL KBUODaRd 

www.ThlnKGeek.com 

Yep. you read that right: a virtual keyboard. Literally. Is it practical? Nope. 
Will you chalk up the frags with this? Nope. Will you make the guy sitting 
next to you sit up and go “WTF" hence letting you get a free-frag? Why, 
heck yeah! This thing is old-technology now (circa. 2006) but remember 
the thing about LEDs? Why this time its laser. Sold! 




O Bluetooth 

*> Compatible with PDA / Smartphone / PC 
O Full-Sized Keyboard on any Surface 
O 3.5" High 

O Rechargeable Battery 




ULTRAGEEK 



If I could walk 800 dots, then I would walk 800 more. 
Boasting stealth technology and on-the-fly dpi 
toggle, McKAL's The Edge will outlive and outlast 
the competition all night long! Ok, maybe not. but it's 
definitely better than the cranky Bluetooth mouse we 
originally had. 

O On-the-fly dpi toggle (800dpi/1 600dpi) 

O Ergonomic design 
O 5-button programmable 
O Stealth technology 
O 3 years warranty 



iqGKI|Lll|PBE5 
snamina-5ERiE5 
Ghe Edge 

www.McKAL.com 
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Send in your completed contest form pasted 
on the back ot an envelope/postcard to 
Block 20, Ayer Rajah Crescent. 

Technopreneur Centre #09-14. S'pore 139964, 
by October 31. 2008. 



The geekiest Ultrageek is: 
Reason (50 words): 



-*8*a«Hno— 



Hear Ye! Hear Ye! Come, all of you Geek Heads, and stake claim on the honor of being the Ultrageek 
this October! Stand a chance to win one of two exclusive limited edition Starhub MapleStory cards 
(worth $20 each) with 20,000 A-Cash credits that you can use at the in-game “Cash Shop" simply by 
telling us, in less than 50 words, which of the above is the geekiest of them all and why: 



Email Address: _ 
Contact Number: 
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I have absolutely no idea what the designers/manufacturers/toymakers have been 
smoking in their basements, but what better way to complement your headless teddy 
than to keep him company with Mr. Headless Koala? Going headless might be the next 
big thing afterall! 

O Support SD/SDHC/MMC 
O USB 2.0 

O Data transfer rate up to 480Mbps 
O Plug&Play 

O Dimension: 70mm x 55mm x 30mm 
O Weight: 25g 
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BUT YOU WANT THEM 



YOU DON'T NEED THEM 



StarHub 




The death of flowers 
The rise of the Fall 
This month, it’s done 

Stop! Look, take a shower 
Where's my Teddy doll? 

The end of Summer has begun 

Ho! Ho! Ho! Merry Christmas! 
Oops, a tad early perhaps, but 
at least it’s Halloween! Gory 
films and blanc noir aside, ‘tis 
the Season to be scary. So gear 
up your computer, and see you 
on the other side! 

WORDS CALEB CHEW 
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FBBE WRiSG ROSE 

Toys.Brando.com. HK 



Nope, not the bloody HFMD. but it’s the bloody HFWR 
Itching to own a piece of Tropic Thunder memorabilia'!’ 
Well, maybe HFWR isn’t quite your dismembered hand 
from the movie, but hey. at least it’s cheap! And you 
get to scare your baby sister. Again. 
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mouse pad** 

www.CyberSnipa.com 
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usb ' Ghumb 



My precious .. shiny keyboard, 
shiny mouse and now, a shiny 
mouse pad too! Cyber Smpa from 
Down Under might not be that 
popular this side of the world, 
but they do make some quality 
products. Like the illuminated 
Cyber Snipa Tracer mouse pad for 
example. LEDs on a mouse pad? 
Sold! 



www.USBGeek.com 



Aww, cute. At least until you pop its head 
off! The perfect solution to your baby 
sister's back to school needs. Meanie! 

o Hi-Speed USB 2.0 
O Plug & Play 

1GB Storage Capacity 
Dimensions: 8cm x 9.5cm tall 
O Weight: 20g 
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PlaylTest product reviews are . 

powered by Sanyo Ertetoop * enelOOQ 
Batteries, wherever applicable. — — ■ 



torso 

a true crime graphic novel 




OCTOBER 2008 • L23T - 84 



Copyrighted material 






-1 


■OK 




R 






j_- — 


i \ n 








M 



Excellence in Motion 

With the new Nikon D90, excellence can be achieved no matter where you are. Create 
superb quality images in low-light conditions with its High ISO up to 3200. Capture 
exciting moments with quick response and 4.5 fps continuous shots. You can even 
produce gorgeous motion pictures with the innovative D-movie feature. Introducing the 
new Nikon D90 - It’s a world of excellence in motion. 



EXpEED 

Nikon's digital image processing concept 
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Movie Reviews, Music Box, Outsider Happenings 




by GameAxis Unwired 



Max Payne 
Movie Premiums, 
Exclusive Signed 
Video Games 
i Live Collectible 



iBendis 
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Maximum Neiti AI . 

From the games to the silvei; screen. Brlrig'oinne Payne 
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